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Professionals Discover the World of Games........ 34 


More and more doctors, lawyers ( and Indian chiefs?) are 
being drawn into the world of coin-op games. What is the 
special attraction they find in the games? Vicki Darlington 
investigates. 


Mustard ArtistS.......ccccecccnunccanucceunvacssenes 43 
The compulsory jukebox law seems to have opened a can 
of worms, at least in the mind of David Pierson. Could it 
be that mustard producers are in line for some extra 
compensation? 


Establishing Company Goals and 
Maintaining Them........0.02cseeeeeeeee ene e anes OO 


Charles C. Ross, one of the featured speakers at the 
Amusement Operators Expo, shows some of the keys 
essential to running a successful operation. 


Video Game Revolution...........0000ecueneaueunad I 


Pinball critic Roger Sharpe has some words of warning to 
the pinball industry. It looks as if maybe those video 
games may be starting to draw some of those quarters 
that were previously intended for the silver ball machines. 
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Cover Credit: 


The special appeal of the coin-op games to the 
white-collar set is the subject of Mars Walker’s cover 
illustration 


From the Editor 


For the first time in history, Amusement Operators Expo will open its 
door to the industry. What began as a proposal in our March issue two 
years ago has emerged as a reality. And ever since the initial overwhelming 
response from our operator readers, we have been working hard to 
produce an event that will not be easily forgotten. 

Beginning on Thursday, March 20, operators will have the opportunity 
to try all the new equipment slated for release in the upcoming arcade 
season. The latest in music and games will be on display by the world’s 
leading manufacturers. And, to further whet appetites, a hard-hitting, 
down-to-earth seminar series will be conducted in conjunction with the 
three day event. This optional seminar program will offer a selection of 
eight different seminars each day, chosen from a total of 24—each, of 
course, dealing with a specific area of an operator’s business. 

Those of you who encouraged us from the beginning to sponsor a 
spring trade show emphatically indicated the need for a seminar program. 
Most of the topics for the seminar program were suggested by our readers. 
So in essence, this is your show— you owe it to yourself to make the most 
of it by participating in the seminars. Our speakers and panel members 
have worked exhaustively to prepare presentations that will be both 
informative and interesting. 

What has been the initial reaction to the show? Well, people all 
throughout this industry have echoed the same comment—that the 
Amusement Operators Expo is something this industry has needed for a 
long time. It’s scheduled at the right time of year, they say; and it’s 
designed with the operator in mind (24 meaningful seminar/workshops 
are slated). 

But, in our attempt to make this show a success, we have felt obliged to 
make a few changes in the area of the registration fees. 


So we have instituted the following price change: $10 will allow you 
unlimited access to the exhibit floor. Admission to seminars is $10 each. 
Also, wives and children of attendees will be admitted to the exhibit floor 
free of charge. For those who have registered already, there will be 
refunds, of course. 


The reason for this change is that we don’t want the price of admission 
to the Amusement Operators Expo to be any hindrance for you and your 
key personnel attending the show. We at PLAY METER are not looking to 
get rich off this show—in fact, as long as we break even financially, we'll be 
happy. We just want this show to be everything you want it to be. 

Nevertheless, the Amusement Operators Expo ’80 is shaping up to be 
one of the biggest events of the year. There’s a lot to see and do while 
you re here in New Orleans. Take in the exhibits, find out more about the 
equipment you operate, expose yourself to new, more profitable methods 
of doing business, and enjoy America’s most unusual city. 

If you mean business in the ’80s, be here on the 20th. You can’t afford 
to miss it.... 


Sa ; 


Ralph C. Lally Il 
Editor and Publisher 


—____ 
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Important 

Announcement 
on New 
Registration Fees! 


musement 
Op erators QD 
SExpo 


Sponsored by: 
Play Meter Magazine 


Fairmont Hotel 
New Orleans, Louisiana 
March 20, 21 and 22, 1980 


New lower registration 
fees are now in effect! 


* Seminar badges available in advance or at the show at $10 


each. Select from 23 optional seminar/workshops designed 
to enable you to run your route more profitably and 
efficiently. 


* Special ‘Exhibit Only’’ badges available in advance or at the 


show at $10 each. See all the new amusement equipment, 
products, and services which more than 50 exhibitors will have 
on display. 


* Wives and children of attendees admitted free of charge. 


TO RECEIVE A COMPLETE BROCHURE DESCRIBING 
AMUSEMENT OPERATORS EXPO, CALL: (203) 356-1900 


An Open Letter 
10 the Industry 


As you know, Stern has just settled a labor dispute 
with our union. On receiving our final offer for a new 
contract, the union membership voted to strike. Before 
such strike could take place, we locked out our 
employees. This dispute was ultimately settled for 
basically the same offer we made originally, although we 
did rearrange some of the terms. That offer, including 
fringes, amounts to almost $2 per hour, over two years. 
We feel that the settlement reached is a fair one, and it is 
comparable to the increases given by our competitors. 

At this time, I feel it is appropriate to make a few 
comments on game pricing and on cost factors which 
have necessitated our price increases. 

I have compared the price of Meteor, our current 
game, to Nugent, which we manufactured one year ago. 
There has been a price increase of less than seven 
percent, while inflation in this country is running about 
fourteen percent this year. And Nugent is not comparable 
to the games we make today. We have increased our 
games’ memory capacity, doubling the number of ROM 
and RAM chips. We have added a new, much more 
sophisticated sound system which is significantly more 
expensive. It requires a more expensive speaker. These 
improvements require a much more expensive trans- 
former. 

Our games have more drop targets, bumpers, and 
other playfield parts, all of which require more switches, 
lights, etc. Certainly more than half of our increase is due 
to these improvements. Today a game without these 
improvements would not be marketable. 

With the advent of solid state, a whole new horizon of 
pinball design has been opened. The designers have 
been learning the capabilities of solid state and have 
made vast improvements in pinball design. The games 
are more interesting and exciting, and offer appeal to a 
wider audience. There is no going backwards. 

Next, the costs of the parts going into pinballs has 
increased faster than the fourteen percent inflation rate. 
A pinball starts with a wooden box. The cost of wood has 
gone up rapidly, due, among other things, to unlimited 
export of American lumber. Playfield wood has gone up 
more than twenty percent. Inside the games are many 
precious and semiprecious metals. Our contact points are 
made with silver and plated with gold. And we all know 
what has happened to the price of both gold and silver. 
There has been a 27 percent increase in the cost of 
contact points in the last year alone. Pinballs, of course, 
contain copper, in the form of insulated wire, coils, and 
transformers. In the last year the base price of copper has 
inflated 45 percent. Too, our games. contain 
nickel-silver switch blades, another high-cost metal. 
There are many petroleum based plastic and nylon parts, 
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the costs of which are skyrocketing. And, of course, 
There is labor in our games. As stated above, we have 
entered into a new contract with our union providing for 
almost $2 per hour increase. | 

Therefore, our margin on each game has decreased 
greatly. Of course, increased volume has helped us to 
some extent, and this is our salvation. Yet if we are able 
to make competitive games, we must continue to spend 
as much money on engineering improvements as our 
competitors. As I wrote before, our industry is designing 
better and better games due to increased expenditures on 
technology. 

We sympathize with the operator, who suffers not only 
from increased game costs, but also increased fuel costs, 
higher wages ( especially for more skilled technicians), 
and many other increased costs. But the salvation for our. 
industry will not come from lower game prices. Game 
prices are going to continue to increase, even with greater 
expenditures for increased labor efficiencies. This is the 
reality in our inflationary economy. To think otherwise is 
to bury one’s head in the sand. 

Because virtually no operator costs will be decreasing, 
the only salvation we see is in increasing earnings for the 
operator. This can come from better games, which we 
feel we are making. But we need better pricing—25 cent 
play. We need the dollar coin in the marketplace and the 
paper dollar removed. Of course, we need three-ball 
play. But most importantly, we need a better split 
between the location and the operator. The location 
owner, for no investment, is seeing his earnings go up 
and up. And these are going up purely at our 
expense—the manufacturer, the distributor, and the 
Operator. 

I know it is easy for a manufacturer to suggest that the 
industry make changes and the operator improve the 
split. | know it is hard to accomplish this, but it can be 
done, over a period of time. Everyone, including the 
operators, must start now, by making one change here, 
another there. Little by little, the changes can be made. 
By doing so, everyone will benefit—the manufacturers, 
the distributors, and the operators. 

We have done what was necessary to preserve our 
financial viability by taking a strong stand against runaway 
labor costs. And we certainly have suffered financially in 
the short run. In order for manufacturers to continue to 
manufacture the best possible games, everyone in the 
industry must do what is necessary to preserve the 
financial viability of the industry as a whole. 


Gary Stern 
President 
Stern Electronics, Inc. 
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Mailbox .... 


indebted 


Operators everywhere are con- 
stantly indebted to you for your 
courage to speak out on their 
behalf, through your editorials, 
on such issues as the increasing 
costs of equipment and _ the 
Copycat Syndrome. The Copycat 
Syndrome may eventually be- 
come the China Syndrome of this 
industry for manufacturers in 
this country. The _ increasing 
equipment costs to operators 
severely limit who can purchase 
even the best new games. 


Gene Beley 
Android Amusement 
Arcadia, California 


Belated correction 


This is a_ belated note of 
comment on your September, 
1979 issue. I own a couple of 
machines. 

I’ve read the list on page 24 at 
least three times and it still 
implies that there is no tax on 
coin-operated machines in Minne- 
sota. 

Hoo-boy! There has always 
been a sales tax on coin-operated 
machines in the land of 10,000 
lakes — three percent of the 
gross. The only machines that it 
does not apply to are coin-opera- 
ted washers, dryers, scales, and 
dry-cleaning machines. 

It might be noted that we 
operators told the Minnesota 
Legislature not to raise the rate 
of sales tax on machines. In 1971, 
when the tax was increased to 
four percent, the rate on mach- 
ines stayed at three percent and 
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it is still three percent! 


[Name and address 
withheld by request] 
Minnesota 


(Ed. Note: Thanks for the correc- 
tion. As you may know, our only 
source for this information comes 
from you, the operators. By the 
way, you will notice, starting 
with this issue, Play Meter ts 
running a regular column within 
its pages that details the tax and 
license situations for cities, cown- 
ties, and states. Again, this 
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Cocktail Tables 


RODOt BOW iaicccvaducusundvleiaa edhersceven $495 


Very Special Prices 


for Very Special 
Gsed Equipment 


Complete game room outfitters. Call us collect for special 
prices on any new or used equipment. 


ADVANCE DISTRIBUTING COMPANY, INC. 


2820 North Grand Boulevard 
314-652-1600 


information is compiled by opera- 
tor input. We ask you, therefore, 
to keep us abreast of the state, 
county, and city requirements 
you must meet to operate in 
those jurisdictions. Hopefully, 
from this data we'll be able to 
compile a rather comprehensive 
rundown of who is charging what 
and to whom. Also, you should 
read and re-read this month’s 
Coinman interview. It points out 
very well how to fight bad 
licensing situations and the ad- 
vantage of having a grip on what 


others are paying, and where. | 
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fg ni-8coRE 2N3 HOW TO PLAY “GOSMIG GUERILLA” 


@ SCORE DISPLAY 
6-digit display from 0 — 999990. 


When hit, 50 — 300 points are scored. 
GUERILLA 


The guerilla rushes towards your block from both sides to take it away 
while bombing. When the block disappears, he tries to take away the 
central laser gun to his position. 


It protects the central laser gun. If the guerilla is shot before he takes 
away the block, it returns to its location. 


It is a fortress prepared to protect your laser guns against the guerilla 
attack. 


LASER GUN 


It is moved from side to side by controlling the lever, and by pressing 
the fire button, it assaults the guerilla, UFO and mutant mole. 
(3 — 5 guns can be set by adjusting dip switches.) 


CENTRAL LASER GUN.... 


It is destroyed when taken away to the guerilla’s position. Extra 
1,000 — 2,000 points (adjustable by dip switches) give you another 
central laser gun. 


MUTANT MOLE 


it appears every time you score 500 points, attacking your laser guns. 


CREDIT 


The number of credit games is counted. 


a> If your laser gun is taken away by the guerilla, 
shoot him before he returns to his position. 


, A : 
1 — 3 screens Score 20 Points ode (The laser gun will stop there.) 


es TECHNIC I 
a 
A 


4 — 6 screens 40 Points Wait until the opposite (lefthand) guerilla ap- 
pears to take the laser gun. 
(Be careful of the action of the righthand 


: illa! 
7 — 9 screens 50 Points guerilla!) 


10—12 screens Shoot the lefthand guerilla while he takes the 
Gold Guerilla 60 Points laser gun to his position. 
(Return the laser gun to its location!) 


After 13 screens 100 Points TECHNIC II 


The mutant mole, when it is within the area (B) 
in the drawing at left, does not attack the laser 


UFO 50 — 300 Points guns. 
TECHNIC III 


Mutant Mole 50 or 200 Points Be careful of the “whirlwind” guerilla! 


North America Office Sunset-Vine Tower, Suite 1500 


6290 Sunset Boulevard Phone : (213)469-3541 
Hollywood, California 90028 Telex : 69-1386 
463 Pontiac Avenue Phone : 401-467-2442 
Cranston,R 1-02910 

European Office 106 Harley House Phone : (01)935-9713 
Upper Harley Street Telex :915742(LOFTER G) 


London,N.W-I- England 21879/ 25247 
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fy THE GUERILLA 
“ATTAGK TO PROTECT _ 
_ YOUR LASER GUNSH 


[SPECIFICATIONS] 
<Table type> 


‘ VW 95-1632 
AC100V/115V/230V 85W*50/60Hz 
550mm(D) 800mm(W) 600—700mm(H) 


% 


oS 


<Upright inne 

W/ 95-1653 

AC100V/115V/230V 115W(Black and White) 
_ 145W(Color) 

50/60Hz, 

800mm(D) 640mm(W) 1700mm(H) 
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Coinman of the Month 


At the state association meeting the day before the 
AMOA Show, a Chicago operator, Kem Thom, made a 
an impressive presentation about how his state 
association successfully defeated a threatening piece of 
legislation in the state senate which would have raised the 
per-machine assessment for the state from $10 to $200. 

As the president of the Illinois Coin Machine Operators 
Association [ ICMOA] at the time, it fell upon Kem to 
help prepare the industry’s argument against the proposal 
and deliver it before the State Senate Revenue 
Commission. 

Because of a plethora of bad press at the time, 
however, the task was made doubly hard. State 
legislators had read in the newspaper where the state was 
possibly being cheated out of countless tax dollars by 
businesses that worked without cash receipts. And the 
rate hike was designed to recoup those imagined losses. 

The burden of proof, therefore, was upon the industry 
to show the increase was unjustified, and the Illinois 
association responded. 

Of course, what is most noteworthy about this case is 
that the state association system worked—against 
a possibly adverse audience. So PLAY METER wanted 
to find out more. How did the Illinois operators convince 
the state senators? How did it go about isolating its 
problem? What attack did it use to show that $200 was 
too much? How did it get the opportunity to get in touch 
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with the senators who counted? 

This Coinman interview with Kem Thom focuses 
entirely on the legislative wranglings a state association 
went through to get its case before influential lawmakers. 

Our Coinman is 41 years old and has been in the 
industry for 22 of those years. But it was not until last 
year that he and his brother-in-law each bought fifty 
percent of the company. Before that, there were many 
years of “apprenticeship” for Kem before he became part 
owner of Western Automatic Music, Inc. of Chicago. 

He started working for Western Automatic when he 
was still in high school. After serving a stint in the U. S. 
Navy, he returned to the company where he ran a route 
for several years before moving up to route supervisor, 
then manager. 

He and his wife, Sue, have four boys—Jeff, 20, who 
works with him; Bill, 19; Michael, 17; and Bob, 14. The 
company is about ninety percent located in the city limits 
of Chicago; two small routes extend out of the city. 
Western Automatic has an even spread of equipment — 
forty percent of the machines are games, and music and 
cigarette machines make up thiry percent each. 

Kem is the immediate past president of the ICMOA 
and is also a member of the Associated Buyers Club of 
Chicago. He was a member of the AMOA board of 
directors in 1976 through 1978, and returned again this 
year to the national association’s board of directors. 
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PLAY METER: Presently the state of Illinois levies a $10 
per machine tax, but a proposal to raise that fee to $200 
per machine was seriously considered by the state 
legislature. What precipitated this investigation into a 
possible 2000 percent increase in an operator’s licensing 
fees to the state? 

THOM: Actually, the law in Illinois at the time read, “ten 
dollars per coin slot,” and that was an integral part of the 
whole thing. The “per coin slot” was a typographical 
error in the law; but, nevertheless, it got in. Fortunately, 
the state never enforced it that way. But then in 1977 
when a few legislators were looking for more money, 
they picked this thing up and wanted to know why the 
state wasn’t enforcing the law as it read. 

So they were starting off by saying that we owed them 
money for every pinball machine. And then if you had 
twelve wall boxes in a jukebox location, you owed them a 
lot more than that. So that got our hair standing right 
away. We were put in a defensive position by a joint 
committee of senators and congressmen who were 
questioning why the law wasn’t being enforced as it was 
on the books. We went to hearings on the matter and 
explained our position—that the extra coin slots were for 
the convenience of our customers. If one slot jams on a 
pinball machine, for instance, the game is still operable. 

Then in 1978, following the series of articles by the 
Chicago Sun-Times newspaper on a bogus tavern 
operation called The Mirage, a state senator introduced 
legislation to increase the state license from $10 to $200. 
The state said it was going to give us the concession at 
that time of making it “per machine” instead of “per coin 
slot’ —and they also wanted to make us install metering 
devices which could be read by inspectors. 

You see, the state senators were fishing, looking for 
different ideas to find out if the state was losing tax 
money. And it all stemmed from that Mirage series in the 
Sun-Times, I don’t think there’s any doubt about that. 
The senators had read unrealistic figures in the 
newspaper, and it started wheels spinning in their heads. 
This Mirage thing, by the way, was a big thing not just for 
our industry but also for taverns, bookkeepers, any type 
of business where money is handled but not recorded. 
That’s what the state was going after. 

Dawn Netsch, who was the state senator from the 
district where the Mirage incident took place, introduced 
this bill along with some other bills for other industries as a 
result of this newspaper series. Her position was that the 
state was being cheated out of countless, probably 
millions, of dollars in taxable revenue, and so she helped 
sponsor a bill to reorganize the whole thing so the state 
could keep track. 

The problem was clear—we had to point out our side. 
We were being taken in along with other businesses, and 
we had to do something about it. 


PLAY METER: What did the state association do first 
when it found out about the impending legislation? 
THOM: Well, oddly enough, we read about the 
legislative proposal in the newspaper. We read in the 
newspaper where a bill was introduced and part of that 
bill was to increase the per-machine licensing fee on 
coin-operated amusement machines. 

So the first thing we did was get on the horn with all 
our members to tell them to call their representatives and 
senators and express their concern about this bill. Then 
we sent letters ourselves—mailgrams to every senator in 
the state. And so the word was traveling pretty fast then. 

Then we got in touch with Senator Netsch who, the 
newspaper article said, was sponsoring this bill. Wayne 
Hesch [ an Illinois operator and immediate past president 
of the operators’ national association, AMOA] and | met 
with her for about forty minutes to talk about this thing. It 
did come across to her just who we were, that we were 
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THE LATEST TV GAME MACHINE MADE ITS DEBUT, IN PLACE OF “INVADER” 
WHICH CAUSED A SENSATION THROUGHOUT JAPAN. 

ITS NAME IS “GALAXY WARS”! 

UNIVERSAL, A PIONEER IN THE GAME MACHINE INDUSTRY, OFFERS IT TO 
YOU WITH ABSOLUTE CONFIDENCE. 


WV MESSAGES APPEAR ON THE SCREEN. 


GOOD!! VERY GOOD!! WONDERFUL!! FANTASTIC!! 
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HOW TO PLAY “GALAXY WARS” 


@ SCORE DISPLAY: 6-digit display; 0 — 999950. However high 
your score may be, it is certainly displayed. 


@ UFO: A mysterious fleet of armed UFO's appears sud- 
denly from a different dimension. They assault 
you by bombing. 


@ MISSILE: The only arm for the solar system defence 
forces. 


GIVE UP!! 


@ Depress the fire button and a missile will be 
launched; the missile speed will increase 
when depressing the fire button continu- 
ously. 

@ Control the missile sideways by handling the 
lever so as to assault the UFO's while dodg- 
ing meteorites and bombs. 


@ METEORITES: Meteorites drifting in the battle space. At the 
Start of the game there are 5 meteorites. They 
increase one by one as each pattern is erased. 
A maximum of 32 meteorites appear. 


5) SCORE: 50 — 550 points for UFO. There is a bonus 
chance of 600 points for one pattern. 


6] LAUNCHING PADS: 3 ltaunching pads are available (alterable to 


2 — 5 pads by controlling dip switches.) 


& EXTRA: A launcher appears per 3,000 additional points 
(alterable to 5,000 points by controlling dip 
switches.) 


8) MESSAGE: While playing the game, messages appear on the 
screen. “GOOD!!"" “VERY GOOD!!” “WON- 
DERFUL!!” “FANTASTIC!!” “GIVE UPI!” 


© CREDIT: The number of credit games is displayed. 
Games are countable up to 99 games. 


North America Office Sunset-Vine Tower.Suite 1500 


6290 Sunset Boulevard Phone : (213)469-3541 
Hollywood, California 90028 Telex : 69-1386 
463 Pontiac Avenue Phone : 401-467-2442 
Cranston, R'1-02910 

European Office 106 Harley House Phone : (01)935-9713 
Upper Harley Street Telex :915742(LOFTER G) 


London,N.W:I- England 21879/ 25247 


EN\\ 0) 
WARS 


Copyright © 1979 UNIVERSAL CO.LTD.All Right Reserved. 


* 
© 


‘ 
= # 7 ‘ 
a6 , * 
ian § 
ad * 
y -~ ‘ 1 


- 


_~ Yo 


¥ 


HEAD OFFICE: 


UNIVERSAL CO., LTD. Phone: (03) 661-1447, 6003 


1-12-3, Nihonbashi Horidome-cho Cable : UNMANIFACT 
Chuoh-ku, Tokyo 103, Japan Telex : J27348 (UNICO) 
OVERSEAS OFFICES: 
Los Angels - London - Taiwan 


businessmen in the state of Illinois. It showed that we 
weren't just names, that we were actual people who 
maintained businesses in the state. 

| thought she accepted us and our industry well. And 
when we pointed out our situation to her, she conceded 
that the $200 was unrealistic and that she would amend 
her bill to $35. 

Now, we didn’t know at this time if we should try to 
beat the bill straight up or if we should try for a 
compromise. But we felt that if we would have to 
increase, our compromise proposal would be for a fifty 
percent increase to $15 and a change from “per coin slot” 
to “per machine.” Of course, the metering proposal 
would have to go, but that was a different matter. 

But when we were talking to Senator Netsch, we didn’t 
offer any compromise. We just wanted to point out to her 
the costs and expenses, and we used the licensing fees in 
other states, counties, and cities as a comparison. 

We tried to show her that her fee was too high, but she 
maintained that she wouldn’t drop the fee increase idea 
but would lower it to $35. We told her at that time that we 
couldn’t accept that but did not offer her our proposal. 
We figured the best thing for us to do is go to the hearing 
and see what the whole thing is about and then if we had 
to make an offer, we would make an offer of $15 per 


- F machine. 
Our UNIVERSAL-FOUR cae 
coin chute — a Greenwald original design Se PLAY METER: How did you go about making sure you 
: would get a chance to present your case before this 
oe oe rans ens SO ces TR 
r0 0 $1.00, without changing coin chutes. THOM: There is a state representative in our state who 


GREENWALD INDUSTRIES was in the coin machine business at one time, and we 
Diision of Waller Kidde Company, tec look upon him as a friend of the industry. He has 
represented our side in the past to defeat such bills as the 


1340 METROPOLITAN AVE., BROOKLYN, N.Y. 11237 ¢ TEL. 212 456-6900 one which would have outlawed games in the state. So 
TELEX: 1-2281 CABLE ADDRESS: GREENCOINS NY 


naturally, we got in contact with him. Actually, we’ve 
stayed in contact with him all through the years. We've 
had him talk at our annual meetings now and then, and 
things like that. 

Now, because this was a senate bill, he couldn’t do a 
heck of a lot for us; but he did get us in touch with a state 
senator who was on the Senate Revenue Committee, 
which was studying the bill, and this senator really sat 
down with us and listened to our problems. We saw that 
this senator was a guy for the working man; there were 
no two ways about it. He saw this proposal as being 
totally unfair and he said he would help us out. 

So he talked to the senator who was sponsoring the bill 
and with the other senators on the committee and told 
them that there was an industry that wants to be heard. 
And so, when this bill was put over for a hearing, they 
notified us that they would be given our opportunity to 
talk. We were informed of the place and time and were 
told that we should pick out who would do the talking for 
“US, CIC. 

Actually, I still had my doubts about the system, but 
after this experience my feelings really changed. | now 
have a lot of faith in the system inasmuch as you can be 
heard if you represent an industry. 


PLAY METER: Now, were you dealing with several 
battles at this time. You were dealing with a “per coin 
slot” fee; you were dealing with a metering proposal; and 
you were dealing with a 2000 percent fee increase that 
was supposedly going to be lowered somewhat. How did 
you go about evaluating what kind of approach to take to 
cover all your points in the given time? 

THOM: Well, the metering proposal was, of course, a 
big concern immediately. Something like that just 
wouldn’t do. When we talked with Senator Netsch, we 
pointed out the problems with this proposal, and she said 
she would drop that, too. But we went to the distributors 
and manufacturers with it anyway, and they helped us. 
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Ross Scheer from Bally; Gary Stern from Stern; and Jack 
Mittel, who was at Williams at the time, all showed up on 
our behalf at the hearing to maintain that the inclusion of 
a visible metering device for Illinois pinballs would be too 
expensive to incorporate into the manufacture of the 
games. 

Now although Senator Netsch said she was going to 
drop that metering proposal in her new amendment, it 
would still be on the bill when we went to the hearings; so 
we needed the manufacturers to state their case against 
it, for the record. 

As for the licensing fee, we had already hit upon that 
idea sometime before. Actually, to give credit where it is 
due, it was Wayne Hesch who suggested the idea of 
showing them the undeniable figures. And it really rang a 
bell. We would show them exactly how much a coin 
machine makes. We used various surveys such as PLAY 
METER’s to show them the average earnings of the 
various types of equipment, and then we also showed 
them how much money a phonograph can actually 
make. And there’s no way you can argue with that. After 
all, a phonograph can only play thirteen or fourteen 
records per hour, and at two for a quarter pricing, it can 
only earn you so much money. And we could do the 
same thing with a pinball game—using the average length 
of a game—and using the common pricing structure 
of today. 

It looked to us the most sensible way to go. Of course, 
we could have thrown up that a 2000 percent fee 
increased was inconceivable—why, we honestly didn’t 
think we could even afford $25 per machine. But we got 
down to the bottom line—that is, if they increased our 
fees by ten or fifteen dollars they would be taking about 
25 percent of our after tax profit, and we couldn’t afford 
it. We told them that if they did that, we would have to 
pick up our marginal accounts, and that starts putting 
people out of work. That would cut employment because 
that would be translated as cutting away one route or one 
person’s job from an operation, and then this would get 
back to the manufacturers—and here we had the asset 
because these pinball manufacturers were right here in 
Illinois—and they would stand to lose people also. 

We showed them how many people directly or 
indirectly were employed in our industry in the state, and 
we arrived at a figure around 10,000 people. We 
compiled that by taking the number of operators we knew 
about in the state and multiplying that by six or eight 
employees, and then we added the number of 
employees by the distributors and manufacturers in the 
state and the suppliers, the one stops, etc. And this 
reached home to these politicians because the last thing 
they want to do—and this came up at the hearing—is to 
create any unemployment. For that reason, | think it 
helped letting them know how big we were in the state. 
Granted, 10,000 people isn’t big, but it means we’re not 
just little guys that run around emptying cash boxes and 
who operate out of our garages. We are businesmen, 
operating viable businesses. And when we showed this to 
them, it really opened their eyes, and then they wanted 
to look a little deeper. 


PLAY METER: What was the Senate Revenue 
Committee’s reaction to your presentation? 

THOM: As | was sitting there giving this talk, I would 
look up and see these seventeen senators sitting in front 
of me, talking to each other and getting coffee and 
answering the telephone, and my honest opinion was 
that they didn’t even know that I was there. But when | 
was about halfway through and got to the point where | 
told them that a jukebox could only earn $1.75 per hour, 
you could have heard a pin drop. | could just feel 
seventeen heads turn right towards me. When I told them 
exactly how much a jukebox could earn in an hour and 
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THIS MACHINE IS 
LIKE HOLDING A 
ROYAL FLUSH... 
YOU CAN'T LOSE 
WITH THIS GREAT 
MONEY MAKER! 


This machine is available 
with Redeemable ticket or 
tokens and is multi-coin 
operated from 10 cents to 
25 cents. A colorful real fun 
machine loaded with action 
and excitement. Designed 
to encourage continuous 
play. Want a sure thing.... 
don't delay — order now! 


WRITE TODAY OR 
CALL COLLECT... 


BETSON ENTERPRISES 
6 Empire Blvd., Moonachie, N.J. 07047 
201-440-2200 


PORTALE AUTOMATIC SALES 
1319 West Pico Blvd. 
Los Angeles, Calif. 90015 


other offices in San Francisco 
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‘“‘When I got to the point where I told 


the Senators a jukebox could only earn $1.75 
per hour, you could hear a pin drop” 


that a location is only open for a certain number of 
hours, and then | verified our findings with operator 
surveys like PLAY METER’s, they were all ears. And 
they listened to the rest of my talk. And then the 
questions came. At that point we had won the battle 
inasmuch as they then knew much more about our 
industry. There were many people who couldn’t believe 
what I was saying, that a jukebox only earns about $40 a 
week gross. When I dropped that on them, their ears just 
perked up. 


PLAY METER: How does your state association try to 
help operators who are experiencing at the local level 
problems similar to this fee increase? 

THOM: In the past we have had requests from operators 
throughout the state who said municipalities in their areas 
were talking about raising licensing fees, and we would 
send them a letter giving them neighboring community 
fees ( because we’ve researched that), and that has been 
helpful. But with this we’ve been able to give our 
Operators more ammunition to help them present their 
case more effectively. Now we've made sure all our 
members got copies of our presentation to the state 
legislature and at least one operator has already used this 
successfully in his presentation before a city council that 
was looking to raise his fees. 

Of course, we'll continue to give figures of what the 
fees are for surrounding communities, but our idea is to 
get everybody talking the same way. This is the way to 
attack the problem. You have to talk about cost; you 
cant rely just on a comparison of what other 
municipalities are charging. 


PLAY METER: Does your state association have any 


such “ammunition” to help operators who are dealing 
with city councils which want to make games illegal? 
THOM: Not really at this point, and it is a problem here 
because there are some towns in this state where you 
can't operate any kinds of games. All we can do right 
now is to put a member who needs that kind of help in 
touch with another operator in the state who has gone 
through it, and we can feed him any information we 
have. But we don't have any attorney or legal 
representative who can go out and help. 


PLAY METER: Obviously you feel a state association 
should maintain a library of successful approaches on 
different legal matters so that member operators have as 
much ammunition as_ possible to fight adverse 
regulations. How could member operators help tne state 
association could be effective in this regard? 

THOM: We've discussed this but haven't as of yet 
followed up on it. But our thought is that as the different 
towns legalize or adjust their license structures, our 
member operators who are affected by these decisions 
should feed that information back to us so that it could be 
compiled to help other operators. Also, any literature or 
presentations which were effective for one type of 
situation or another are always welcome. 

The secret to an effective association is to make it a 
two-way street. After all, most operators operate in more 
than just one town; so collectively they could help us 
compile the licensing structures in the different cities and 
counties. And to help us with this we maintain a 
geographical spread on our board of directors so that all 
parts of our state are represented. This helps us keep up 
with new developments. 


Some excerpts from the Illinois association’s 
successful fight against higher license fees 


The following are excerpts from the Illinois Coin 
Machine Operators Association | ICMOA] presentation 
before the Illinois State Revenue Committee in 
opposition to a Senate bill which would have raised the 
coin-operated amusement license in that state from $10 
per machine to $200 per machine. 


On the strenghth of this presentation by Coinman Kem 
Thom of the ICMOA operators, the proposed license fee 
hike was defeated. 


The points brought out in this presentation are 
certainly persuasive, and PLAY METER feels could be 
useful to other operators in other license fee 
battles across the country—whether those battles be to 
fignt existing fees which are too high or defeat new rate 

ikes. 


“Contrary to public opinion, our machines are limited to 


an income based on time. By time, we mean how long it 
takes to earn a quarter. The maximum potential of a 
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jukebox is fifteen songs per hour. That is arrived at by 
taking fifteen records at four minutes each.” 


“A pinball machine...averages approximately seven 
minutes per game. This averages out to eight games per 
hour at 25 cents per game, which equals a maximum 
income of $2 per hour. The seven minutes per game 
includes any free replays earned by the player.” 


“Using the jukebox figure of $1.50 per hour and the 
game figure of $2 per hour, we arrive at an average of 
$1.75 maximum potential per hour per machine. The 
maximum earnings of a machine are based upon the 
playing hours at each location. We have found that the 
average locations have a prime time of between three to 
five hours per day....So using our average of four hours 
per day times six days per week, we arrive at 24 prime 
hours per week, times $1.75 per hour, or $42 per week 
income per machine. These figures are reinforced by 
national surveys conducted by trade papers.” 
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Enter the world of ultimate space adventure with TAILGUNNER 2 
from Exidy II. First came STARFIRE. Now comes TAILGUNNER 2, the second 
in a series of total environment games. 


PLAYER FEATURES 


Realistic spacecraft “stick” controls 
Laser force shield provides player with additional 
defense system 

Shield controls mounted on either 
side of cockpit (for left-handed/ 
right-handed players) 
Multi-directional bright, high 
resolution images 

The higher the score, the more 
difficult the game 

Features coin accumulator for 
extended playing time 
Intergalactic space-fight sound 
effects totally surround player 
High score feature 


OPERATOR FEATURES 
Readily selectable through a clearly visible DIP 
switch 
e Coinage 

e Phasor type (flying-wedge bursts or 
lasers) 
Attract mode sound (ON or OFF) 
Phasor sound 
Selectable shield Dower per game 
Bonus feature 
Test pattern 
Monitor and PCB in a drawer 
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Anti-ASCAP organization formed... 


Ronald L. Hodges in Boulder, 
Colorado, has the self-chosen role of 
David against the Goliath in the 1976 
Copyright Law’s provisions to dis- 
burse performing-artist royalties— 
and he’s calling for recruits in the 
slingshot ranks to fight what he terms 
“a tax on top of a tax on top of a 
tax.” 

Hodges steers the American 
Society Assessing Copyright Organi- 
zations, a non-profit educational 
corporation chartered last fall. Its 
Goliath—the performing arts socie- 
ties and their control of royalties 
under the 1976 act. 

ASACO, of which Hodges is 
president, is not an opponent of 
“the little guy who writes a song and 
sells it for $5,000. That’s all he gets.” 

Hodges says his fight, and 
ASACO’s, is for the rank and file of 
the songwriting craft as well as the 
music distributor who initially pays 
the “tax on top of a tax....” 

In an interview with PLAY 
METER, he reasoned thus: “So 
many things stem from the copyright 
law that it is unbelievable. Churches 
are as liable as jukebox owners if they 
play music for a teen dance or some 
such thing.” Fraternal lodges, col- 
leges, universities, and many other 
non-profit organizations must pay the 
Copyright Royalty Tribunal yearly for 
copyrighted music played for the 
public on their premises, explained 
Hodges. 

On the college campus, for 
example, the rationale of charging a 
royalty to the school is that “inci- 


ee 


dental music” —which is copyrighted 
—is played in classrooms, gyms, 
labs, and elsewhere. Even such an 
unlikely candidate as the gridiron is 
hit for royalties—the pro football 
Denver Broncos, for example, must 
pay several thousand dollars a year 
to remunerate the performing arts 
societies for halftime music rights. 

How the money is distributed 
sketches another line of pursuit by 
ASACO. Hodges points to a song- 
writers guild in Hawaii failing twice to 
win a federal court judgement for a 
greater share of royalties. The 
rationale? “They didn’t understand 
how (a performing arts society) 
acted in their behalf.” 

The cost to a consumer is stressed 
by Hodges, whether he’s talking 
about the hiked costs faced by 
jukebox operators or the retail prices 
of a California-based chain of apparel 
stores which is in court defending 
itself against a CRT requirement that 
royalties must be paid when radio 
music is broadcast in a place of 
business. 

In the instance’ of the chain store, 
the suit brought by the performing 
royalties organization ASCAP 
against the multi-state clothing stores 
GAP, is “a test case for the new radio 
re-broadcast law,” Hodges noted. 

And that is only one aspect of the 
royalties provisions of the 1976 
Copyright Law. The streams _ that 
flow from the omnibus law travel so 
far, Hodges says, that “only by 
everybody standing up _ together 
( can we avoid) the situation of today 


in England,” where a $75 fee per 
machine is levied, rather than the $8 
set in the U.S. And _ Hodges 
maintains that an $8 charge is not the 
limit here. 

“The performing societies are 
testing their powers,” he said. 


The task cut out for David against 
Goliath, then, is “upsetting the $300 
million-a-year gravy train” bound for 
the BMI and ASCAP organizations, 
the principal recipients of CKRT- 
gathered copyright bonuses. 


ASACO’s corporate statement of 
intent [ October, 1979] aims its 
attack for fair play principles and 
against the cost factors of the 
“capricious and arbitrary methods 
copyright organizations employ in 
assessing and collecting for use of 
copyrighted materials.” It states: 


“ASACO will never attempt to 
demean or deprive anyone of just 
compensation for their creativity. 
Instead, ASACO was founded in the 
belief that an equitable solution to 
these problems would _ benefit 
authors, composers, publishers, 
business users ( for profit or not) and 
the American public who pay for it 
all. [| emphasis added] 

“On behalf of all concerned, 
ASACO will initiate and = carry 
through an education and research 
program. It will analyze and evaluate 
the methods and operations of 
copyright organizations in assessing, 
collecting, and distributing royalties. 
For this program, ASACO will utilize 
the best legal, accounting, and 


Former operator convicted and sentenced 


William Colacurcio, convicted of 
federal racketeering and gambling 
charges in New Orleans, was 
sentenced recently to thirty months 
in prison and fined $60,000. 

Colacurcio’s case is a good 
example of the uncomplimentary 
press which the amusement industry 
always seems to be plagued with. A 
former Seattle pinball operator and 
brother of “Seattle nightlife figure, 
Frank Colacurcio,’ as one news- 
paper phrased it, Colacurcio was 
called “kingpin” in the local New 
Orleans press. The word, it seems, 
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carries with it the suggestion of “The 
Syndicate.” PLAY METER, at the 
time of his arrest (See PLAY 
METER, September 15, 1979, “A 
House Divided’), wondered how the 
event would have been reported if he 
had owned a grocery store or a 
barber shop. It may not have 
received the same splashy head- 
lines.... 

At any rate, Colacurcio currently is 
free on a $300,000 appeals bond 
and has petitioned the Fifth Circuit 
Court of Appeals to reverse his 
conviction. Prominent New Orleans 


criminal attorney F. Irvin Dymond is 
one of the attorneys representing 
him. 


The charges which the jury judged 
Colacurcio guilty of included pay- 
ment of $3,600 in bribes to New 
Orleans police undercover agents, as 
well as one count of violating federal 
gambling laws. 


Prosecutors reported that the 
bribes were supplied to protect illegal 
gambling at the Greek-Italian Asso- 
ciation, an establishment located 
near the French Quarter. 
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By Ray Tilley 


lts goal? Make ASCAP accountable 


educational expertise available: first, 
to collect and evaluate data and then 
to develop and provide educational 
programs to any interested indivi- 
duals or organizations.” 

Hodges summarizes: “Everyone 
wants to do right by people blessed 
by creativity, but a lot just do not 
accept the methods employed,” 
under authority of the Copyright Act. 

“Stephen Foster died broke in 
New York,” he commented. “But 
they use people like this and John 
Philip Sousa as an excuse —those not 
getting compensation for their work 
played.” 

Hodges continued, “The only 
person today who gets anything 
doesn't need it anyway.” The 
gold-record superstar “was broke at 
one time, and when he needed these 
( performing arts) organizations, then 
got nothing.” | 

The songwriter today who re- 
ceives a small royalty check, he 
maintained, “has no understanding 
of why it should be that amount or 
when the check should come.” 

To fight for the cause of challen- 
ging the performing arts societies’ 
distribution powers, Hodges said, he 
expects “95 percent participation by 
persons represented by the copyright 
royalty collection organizations.” 
Although he has worked for one of 
those agencies, Hodges said he can 
find no one who now advocates as 
fair the distribution methods of the 
“extremely confusing’ agreements 
reached for the funds to go to the 
artists. 


That system, he contends, “works 
primarily on the basis of the Top 
Forty.” The underaccounted royal- 
ties, he suggests, are those owing to 
the creators of moderately successful 
hit music. “The cream goes to the 
top,” in other words. 

“To me, it’s all 100 percent 
wrong—a tax on top of a tax on top 
of a tax,” he said, citing the example 
of a Denver area personnel manager 
calling on ASACO to make an im- 
partial assessment of royalties dis- 
tributed to artists under his wing. 

The implications for “double pay- 
ment” of royalties flow all along the 
copyright route—to radio stations, 
motels with “piped-in” music, at least 
one religious broadcaster, and not 
least, to the jukebox operator, whose 
revenue depends on_ recorded 
music’s playing popularity. 

Hodges said he believes support 
will come to ASACO from each of 
these business and performing sec- 
tors—against the giants, the royalty 
distribution associations. 

Supporters, take note: “Of para- 
mount importance, besides financial 
contribution, is the writing of letters” 
—to legislators over the nation— 
stating that the royalty distribution 
and its methods of assessment are 
inequitable. 

Ronald Hodges indicated he does 
not expect overnight victory for 
ASACO. “There is no margin for 
success unless every sector of the 
( music-for-replay) business comes 
on board,” he said. 

“The only way anyone is going to 


upset what is going on”’—which 
Hodges terms a drift toward a “police 
state’ —‘‘is by common bond. That's 
showing that the ones who pay the 
royalties are not jukebox owners 
alone, but students, churchgoers, 
even the buyers of jeans in a store 
that is found in ‘violation’ of the 
copyright law,” Hodges alleged. 


Those who are interested can 
contact the American Society 
Assessing Copyright Organizations at 
P.O. Box 9009, Boulder, Colorado 
80301. 

“It’s new and it’s going to take a 
little bit of time,’ Hodges noted. But 
he said he knows of no previous 
approach like ASACO’s—advoca- 
ting fair remuneration for creativity 
but opposing the “umbrella” method 
of royalty payment under the present 
federal act. 

While he contends there is “no 
precedent” for an approach to the 
law like ASACO’s ( which is present- 
ly without a firm legal battle plan), 
Hodges notes the AMOA legal fight 
against location listings of jukeboxes, 
another aspect of the 1976 law. 


In that battlefield, officers of the 


AMOA report collections for the legal 
action fund are near $100,000. 


Hodges continues to stand for a 
two-pronged approach—on_ one 
hand, for the individual creative 
artist’s rights, and on the other, 
against the performing societies’ 
collection and distribution authority. 
In that arena, he sees the ranks 
closing in. 


IJS to offer hospitality at New Orleans Expo 


I. J. S. of Fort Worth, Texas, will 
display Nichibutsu video games at 
theAmusement Operators Expo in 
New Orleans, March 20—22, and 
the U.S. representative of the 
Japanese game maker hopes to win 
over some of the nation’s distributors 
for sets such as Moon Alien. Bob 
Snow, chief executive officer of 
I. J. S. , sees winning hands in the 
space-oriented Nichibutsu line. 


Snow will host a hospitality suite at 
the Fairmont Hotel near New 
Orleans’ French Quarter during the 
Play Meter Show. The Texas handler 
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of the video stock said, in an 
interview with PLAY METER, that 
the seminar and workshop conferees 
are welcome to I. J. S.’s room at 
the Fairmont for a snack and drinks. 


He expects amusement machine 
operators in the historic city to “be 
impressed with Moon Alien, the hot 
one,” said Snow. “So far we’ve sold 
just about every machine we've 
gotten.” 


Everyone is invited, said Snow, 
and he is “trying to locate reputable 
distributors across the United States” 
for the Nichibutsu line. I. J. S.’s 


display will include the Rolling Crash 
stockcar game in upright and the “2 
in 1” cocktail modes. Moon Base, 
another Nichibutsu model, will be 
shown in “phase 1 and 2” for play. 
And Moon Alien, the space warfare 
game Snow bills as “a_ sure-fire 
drawing card,” will be playable on 
upright and _ two-player cocktail 
machines. 

Snow told PLAY METER the 
games manufacturer in Japan has 
“definite growth plans” in the U. S. 
and hinted that its expansion will be 
announced before the Amusement 
Operators Expo show date. 
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Support growing for defense of pinball 


Steve Kirk, president of the Pinball 
Association of America and game 
designer of Stern’s Stars and Meteor, 
proposed several months ago that a 
$5 assessment be added to the cost 
of domestically produced pinball 
games to fund a public relations and 
legal organization to standardize 
ordinances and license fees, and that 
proposal may become a reality. 

In a special three-part Coinman 
interview in the September 15 issue 
of PLAY METER, Kirk made the 
proposal as a way to help operators 
with their legislative problems. 

Of course, there are two possible 
hinderances to establishing such a 
fund: ( 1) If operators, already over- 


burdened with higher game prices, 
would agree to the plan and ( 2) if 
manufacturers would be willing to 
work with it. 

According to PLAY METER’s 
annual operators survey, it appears 
at least, a large majority of the 
operators like the idea. Of those 
responding to the annual survey, 67 
percent came out in favor of a 
proposal which asked, “Would you 
be willing to pay an additional five 
dollars per game if that money were 
to be used to create a fund to fight 
adverse legislation?” Those not 
favoring the proposal made up 31 
percent, and two percent were 
undecided. 
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Editor’s Note: We’re very interested in keeping operators informed of 
any changes in the status of license and tax structures throughout the 


country. However, we need your assistance. Let us know what the license | 


or tax regulationis in your community and state and we, in turn, promise to 


share the knowledge with the rest of the industry. Change, in particular ° 


should be reported. The information that you supply may well help 
operators elsewhere head off problems before they develop. 

Beginning this month, and continuing in each successive issue, we will 
run a list of the license and tax regulations in communities nationwide, as 
reported by our readers. If the information that we have is incorrect, please 
write us. 

News should be submitted to: PLAY METER, Post Office Box 24170, 
New Orleans, Louisiana 70124. 


State licenses and taxes 


MICHIGAN—4 percent sales tax on Michigan-purchased equipment 
OKLAHOMA — 2, 3, and 4 percent sales tax [ $40 per machine] 


VIRGINIA — $1,000 operator’s fee per year regardless of number of pieces 


Local licenses and taxes 


Americus, GA—$30 per machine, $200 annual operator’s fee 

Aurora, IL—$500 operator’s license [and must be approved by city 
council], $10 for each machine—each location approved, each game 
approved, 

Beaver Falls, PA—$10 per unit 

Brooklyn, NY —$30 per machine, $200 annual operator’s fee 
Chattanooga, TN—jukebox, $10; pinball, $15; pool, $25 

Cupertino, CA—$1 per machine per year, license fee $25 for business 
Elgin, IL—$10 per jukebox 

Elliaville, GA—$25 per game and 4 percent sales tax 

Houston, TX —$7.50 per game 

Huntsville, AL—city, $25 per machine, 2 percent sales tax 

Kopple, PA—$50 per unit 

Montgomery, IL—$10 each machine 

New Castle, PA—$15 per unit 

North Aurora, IL—$10 per jukebox 

Rifle, CO—$15 per jukebox, $25 per pool table, $20 for first pinball or 
video machine and $10 for the rest 

Rockville, MD—[ Montgomery County]— 10 percent amusement tax 
Tulsa, OK— $20 city tax 

Washington, DC—$10 license per machine 

Winston-Salem, NC—$5 to $25 


Meanwhile, it turns out, inde- 
pendent of the PLAY METER 
survey, Kirk was canvassing the 
manufacturers, and he reports that 
all the manufacturers, except one 
(with whom he has been having 
scheduling problems) “have agreed 
in principle to the concept.” 

Said Kirk, “They want to pursue 
the matter further. The next step is to 
make a more specific proposal as to 
how funds should be collected, used 
and spent.” 

He told PLAY METER that the 
Pinball Association of America, 
which he proposes to handle the 
task, will probably give its proposal to 
the manufacturers in the near future 
so that the manufacturers can make 
their comments and suggestions as to 
how the plan could be implemented. 

“T think we'll eventually come to a 
satisfactory conclusion that we can 
create such an_ organization to 
provide these services,” he said. 

Kirk explained the need for the 
organization: “The problem that I’ve 
seen through the years has been a 
lack of public relations and_ legal 
consultation organizations for the 
industry. When a given community 
wants to make an ordinance, I’ve 
found that they don’t know where to 
go to get information about the 
business they're legislating. And so 
often then make ordinances which 
are either downright silly and overly 
lax, or overly strict, which deals a 
burden to the operator,” Kirk said. 

“So I thought that a small fee 
could be assessed on each domestic- 
ally produced game, paid by the 
operator who, esentially, would be 
the beneficiary. The money would go 
to fund an organization providing the 
operator with a legal background to 
guide legislators constructing ordin- 
ances,” he said. A good example of 
what usually goes on, he continued, 
can be seen in the example of “a 
small town where pinball games were 
illegal for some twenty-odd years. A 
proposal was made to legalize them. 
As I understand it, discussion came 
down to some members of the city 
council claiming that they didn’t want 
pingames in the area because they 
thought the games were run by 
organized crime.” 

The revenue such an assessment 
could produce is impressive. “If we 
were to assess a $5 charge on each 
domestically produced machine, we 
would generate approximately 
$400,000 plus a year. This would 
certainly help us to achieve one of 
our main goals, and that is to 
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cross-reference all of the applicable 
ordinances in the United States as 
accurately as possible,” Kirk noted. 

“The vast inconsistency in the way 
ordinances are written and license 
fees are assessed will be helped, | 
think, by  cross-referencing—and 
making it available to interested 
parties. It will help us get some form 
of standardization,” he said. 

Another area that the organiza- 
tion might help bring about standard- 
ization in is that of the size of license 
and tax stickers. Kirk pointed out that 
“if everybody could agree, we could 
have a small standardized area in the 
lightbox of the pinball machine so 
that the licenses could always be 
displayed in the same _ position— 
they’d always be visible where they 
couldn't be tampered with.” 

“The only functional part of the 
sticker, of course, is the serial 
number,” he continued, “and being 
visible, any inspector looking for the 
license could see them. It would save 
cities a lot of money because of the 
standardized format—one_ decal 
company may be able to produce 
them for everyone at lower rates.” 

“| think we’re at a point where 
there seems to be a very positive 
feeling about the structure of the 
public relations and legal defense 
organization. Although the Pinball 
Association of America, Inc., certain- 


When you buy an Atari 


or a Cinematronics 


ly would like to be in the forefront of 
the effort, and will continue to 
pursue it, it doesn’t have to be that 
way. I’m leaving that decision to the 
manufacturers,” Kirk said, “who 
actually will represent the organiza- 
tion.” 

‘lve spoken with one attorney 
who indicated he may be willing to 
make this a fulltime occupation and is 
interested in pursuing the matter 
because he feels that many of the 
ordinances he’s seen are _ highly 
unconstitutional and discriminatory,” 
he reported. “And there is an 
obvious need for an industry legal 
force which can deal with local 
issues.” 

A round-table discussion among 
the manufacturers, probably an 
industry first, is very likely. “I would 
anticipate that, as we get down to 
more specific proposals, there will be 
a collective discussion with represen- 
tatives of all the manufacturers,” the 
executive noted. “The idea, of 
course, is that the manufacturers 
have an equal voice but that the 
organization, by its structure, is 
basically its own boss and will serve 
the benefit of the industry, not to be 
used for the benefit of any one single 
manufacturer.” 

“Autonomy is a must to ensure 
independent operation,” he con- 
tinued, “and one of the possibilities 


‘Tailgunner"’ 


that we’re exploring is to propose 
such an organization to be set up for 
a limited amount of time—say three 
years—and if, at the end of the 
specific time, it’s not voted back in 
by the manufacturers, it will be dis- 
banded. 

“Of course, we are looking into 
ways we can receive additional input 
from operators, since the operators 
would be footing the bill. There is 
also the possibility of a matching fund 
setup where the manufacturer will 
match the operator assessment,” 
Kirk said. 

Kirk asks that interested operators 
direct written opinions to PLAY 
METER or to the Pinball Association 
of America, located at 30 West 
Washington, Chicago, Ill. 60602. 

A public relations and legal muscle 
organization for the pinball industry 
today...what’s next? Kirk suggested 
the organization could also incorpor- 
ate video games and other types, if 
those manutacturers show a similar 
interest. 

The possibilities—and benefits— 
for the industry finally seem endless. 
To operators who’ve been frustrated 
by the lack of an organized structure 
to turn to for legal assistance, Kirk’s 
catapulting the per-machine assess- 
ment movement into realization is a 
long overdue and most welcome 
event. 


‘Asteroids"’ 


from us, 


you know you're buying more 


than just a game. 


You re buying a commitment. 


With 44 years of experience and an unsurpassed reputation for service and reliability, 


ALCA 
ALLIED 
AMERICOIN 
ATARI 
BALLY 


BALLY GROUP GAMES 
CINEMATRONICS 


we can offer you more. 


Representing: 


EXIDY 
FRANTZ 
GAME PLAN 
GREMLIN 
MIDWAY 
NAMCO 
POLAROID 


SONIC 

STERN 

TAITO 

TOURNAMENT SOCCER 
U. S. BILLIARDS 
UNIVERSAL 

VALLEY 


on .¥ Robinson & Co. 


2301 W. PICO BLVD. 
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~ Amusement 
‘Operators Expo 


Baay What to do, where to go, what to see while you’re in New 
Orleans for the big show. 


The Play Meter Amusement 
Operators Expo, set for March 
2Z0—22 in New Orleans at the 
Fairmont Hotel, should be enough of 
a drawing card in itself. Over 20 
seminars and workshops will be 
offered to the convention goers 
(from 10 to 11: 30 a.m. and 2 to 
3: 30 p.m. each day of the show). 

The exhibit hall, open from 11: 30 
a.m. to 6 p.m. daily, will feature 
extensive displays of equipment, 
products, and_ services for this 
industry. 

But, to make the whole bill of fare 
even more tempting, it’s being held 
in New Orleans, where the motto, 
“Laissez les bontemps roulez” ( or 
“let the good times roll’) applies. 
Because of that, visitors to the city 
will have no trouble mixing business 
and pleasure. After all, New Orleans 
is one of the most delightful 
American cities you'll ever see. The 
life style is slow and continental. It’s 
famous for its jazz, cuisine, architec- 
ture, and rich history. 

Fortunately, it’s also a city where 
expense is not necessarily a way of 
life. Operators who prefer a less 
luxurious stay than the Fairmont 
Hotel has to offer may opt for any of 
the hotels or motels that are close by. 
Or an equally luxurious hotel may be 
found in the French Quarter. At any 
rate, taxis are plentiful and not 
overpriced. 

For instance, the Sheraton West- 
bank Motel Inn Hotel, located in 
Gretna at 100 WestbankExpressway, 
just across the river from the show 
site, features courtesy transportation 
to the Fairmont Hotel. Prices are 
usually somewhat lower than those 
offered by the Fairmont, too, 
although the Fairmont has reserved 
space at special, reduced rates. 

The Monteleone Hotel, located in 
the French Quarter at 214 Royal 
Street, also maintains lower prices 
than the Fairmont. Two other French 
Quarter hostelries, the St. Peter 
Guest House at 1005 St. Peter Street 
and the Saint Ann Hotel at 717 
Conti Stret, will probably offer 
visitors a slight break from. the 
higher-priced Fairmont. 

Just down the main street in New 
Orleans, at 1500 Canal Street, is the 
Grand Hotel, formerly the old Jung. 
Prices are lower and the refurbished 
first floor is quite attractive. The 
Fairmont is just down the street. 

The downtown Howard John- 
son’s Motel at 330 Loyola Avenue 
features generally lower rates and 
also is a short ride by taxi to the 
show. More energetic souls may 
choose to walk rather than take the 
taxi ride—it’s just long enough to get 
the circulation going. 

The Warwick Hotel, an old city 
landmark, is located within the 
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central business district at 1315 
Gravier Street and also is a short taxi 
ride or walk away from the show. 
The Superdome Motor Inn at 2222 
Tulane Avenue has very reasonable 
prices and, although not within 
walking distance, is just a brief taxi 
ride away. 

Other French Quarter spots that 
operators may want to consider are 
the Felton Guest House at 1133-35 
Chartes Street; the Best Western 
French Market Inn at 501 Decatur 
Street: the Bienville House Motor 
Hotel at 320 Decatur Street; the 
Oliver House at 828 Toulouse 
Street; the Place D’Armes Hotel at 
625 St. Ann Street which, incidental- 
ly, will accept collect calls for 
reservations; and the Lafitte Guest 
House at 1003 Bourbon Street. 

Well-heeled French Quarter al- 
ternatives to the Fairmont Hotel that 
are equally luxurious include the 
stately Royal Orleans Hotel, corner 
of Royal Street and St. Louis Street, 
and the Royal Sonesta Hotel at 300 
Bourbon Street. 

Two other posh addresses located 
nearby that are quite close to the 
show are the New Orleans Hilton 
and Towers Hotel at Poydras Street 
and the river, and the New Orleans 
Marriott Hotel at 555 Canal Street. 
Both offer luxurious quarters and 
extensive dining and entertainment 
possibilities. 

St. Charles Avenue, a street name 
that few people even passingly 
familiar with the city have not heard 
of, also features several lodging 
options. The Columbus Hotel at 
3811 St. Charles Avenue is an 
elegant old Garden District style 
home which the owners have 
modified into a guest house. Prices at 
the Columns and the St. Charles Inn 
at 3636 St. Charles Avenue are not 
excessive and the atmosphere is very 
“New Orleans’”—it’s an interesting 
alternative to the more popular 
French Quarter or central business 
district. 

Now that lodging has been 
decided on—and hopefully it has— 
you ll need to know the city’s “modus 
operandi.” It’s really pretty straight- 
forward, but if you do have trouble, 
youll find natives more than willing 
to help you out. 

Taxi fare is comparable to other 
United States cities and from the 
airport to any hotel is about $10.75 
( rates are posted), and _ airport limo 
service is $4 per person. There are 
usually many taxis around hotels, but 
if you find yourself out of flagging 
distance, the two largest taxi services 
with call systems are United Cabs 
(522-9771) and White Fleet Cabs 
( 895-6605). Taxis in New Orleans 
do not operate as in other cities—a 
light on or off means nothing. 
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he St. Louis Cathedral, an old New Orleans landmark dating back to 
1724, has gone through several transformations architecturally but 
remains one of North America’s most notable structures. 
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The Cafe du Monde in the French Market serves French beignets, square 
doughnuts sprinkled with powdered sugar. The French Market has been in 
existence for more than 160 years and has always been the site of open 
sheds where farmers sell their fresh fruits and vegetables. 
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Preservation Hall, where such greats as Satchmo and Kidd Thomas have 
played to sweating crowds [ there’s no air conditioning or food and if 
patrons want to imbibe of alcoholic beverage, they must bring their own], is 
the spot where you'll hear the hottest, meanest, sassiest notes around. 
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The going rate of hiring a limo is 
$20 per hour for everything except 
sightseeing, with is $25. If you need 
your own car and driver for several 
days during your stay, rates can be 
arranged. But make reservations for 
these in advance. 

Getting around from hotels to the 
Superdome to Canal Street can be 
done as easily walking or taking a 
special bus from various marked 
stops ( it has little yellow flags on the 
front). Other forms of public trans- 
portation include the St. Charles 
Avenue streetcar, mini-buses 
( shaped like little streetcars) in the 
French Quarter, and regular buses, 
all for 40 cents exact fare. There are 
some express buses, but it is doubtful 
youll need these: 45 cents exact 
fare. Transfers cost a nickel. 

Pay telephones cost only 10 cents 
and refills on cups of coffee are still 
free. Bankers in New Orleans really 
do keep those fabled bankers’ 
hours—most banks still close at 2 
p.m. and banking days run Monday 
—Friday. 

There are no blue laws regarding 
the purchase of liquor. And liquor is 
sold by the bottle in many drug stores 
as well as grocery stores. One of the 
largest open-all-night stores for late 
night party-goers is the A&P, corner 
of St. Peter and Royal streets in the 
Quarter. That’s also a good spot to 
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stock up on French bread, New 
Orleans coffee and other confections 
—the prices are better than gift shops 
or the airport. 

If you’re curious as to  what’s 
happening in the arts ( music, 
drama, gallery shows, etc.), just dial 
522-ARTS. 

The weather? Well, it probably will 
be cool and sunny. Your best bet, 
though, is to bring layers which can 
be peeled on and off during the day. 
But do plan on packing a raincoat 
( that’s almost sure insurance that 
youll have sunny weather) and 
forget about those summer clothes. 
White shoes and resort-type apparel 
will mark you as a tourist. 

You might pack a durable shopp- 
ing or tote bag. You won’t find those 
sturdy bags readily available in New 
Orleans shops. 

If you become addicted to our 
Creole foods and want to try your 
hand at it when you get home, here 
are some ideas favored by locals: 
The Plantation Cookbook, The River 
Road Cookbook, The New Orleans 
Restaurant Cookbook, and_ the 
Times-Picayune Creole Cookbook. 

Many local seafood houses will 
ship to various parts of the country— 
check the Yellow Pages of the phone 
book. Battistella’s Sea Foods, Inc., 
910 Touro, 949-2724, is one 


example. 


Pralines and special sweet sauces 
( Gold Brick and praline) are made in 
numerous shops in the French 
Quarter. Shop owners are more than 
happy to ship them home for you, 
and, unlike some _ other native 
delicacies, these places are the best 
source of supply. Pralines ( pro- 
nounced prawline—not prayline) 
come in many different flavors and 
shopkeepers and candy makers are 
delighted to give you just a little 
sample so that you can make your 
own selections. 

Jazz records, both of famous folks 
from days gone by as well as 
presently performing artists, are 
wonderful remembrances to take 
home. Many jazz hot spots, such as 
Preservation Hall have them dis- 
played for you. 


For the younger set, you might 
want to pick up a copy of The 
Historic New Orleans Coloring Book 
(the best of its kind), available at 
several bookstores and gift shops in 
the Quarter as well as some hotel 
newsstands; a tee-shirt, doll, kite, or 
puppet from some of the gift shops 
around the Quarter. 


Leave some room in your lug- 
gage, however, because there will be 
many things—besides all the great 
memories—that you'll want to bring 
home from your visit to the city. 


_ BRAD Point Fitter 
now with cutter sharpener 


and scuffer 


Here is the on/y and most complete machine for cue tip service in the billiard 
industry! Profit in timeand money — simplify installation of tips with this ingenious, 
easy-to-operate too/. New cutter design assures better cutting action...lends itself 

to sharpening on machine with cutter sharpening wheel. There’s no costly delay 
while cutters are out for sharpening. Do it yourself in minutes! Cutter 

accuracy assures new ferrules a secure and permanent fit without 


adhesives, even with inexperienced operators. 


Standardizes Industry Requirements—Processes All’Cues! 


This precision machine has universal application on 11, 12, 13, and 
14 mm cues, for installation of ferrules with BRAD’s unique suspended 
leather tip. If you prefer a regular 5/16” tenon for a glue-on tip, the #5 

blade converts the machine for this purpose. For foolproof point 
fitting, longer cue life, and professional ball control—take a tip from 


BRAD. Write for free literature. 
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16810 Barker Springs Road, Houston, Texas 77084 


713/492-7111 Houston 


1-800-392-2482 Texas 


Call toll-free for wholesale billiards and coin supplies 
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1-800-231-5992 Out of State 
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SMASH HIT 


Universal 
Galaxy Wars & Cosmic Guerilla 


SPECIAL ANNOUNCEMENT 


Ferncrest Distributors Inc. 
66 Illinois Avenue 
Warwick, RI 02888 


Has been appointed distributor for Universal Products for New England: 
If you would like to see a “Cosmic Guerilla,” “Galaxy Wars” or any of 
their other products...Call Now 


(401)738-5065 Ask For Frank 


We carry a full list of parts and provide full service facilities. 
We also have large supplies of second hand vending machines. 


UNIVERSAL 
now in FLORIDA 


Ferncrest Distributors has opened a new office in Florida 
Pete Piccirillo is Branch Manager 
Contact Pete to see Universal Products at: 


Ferncrest Vending & Distributing , Inc. 
4149 North Dixie Highway 
Fort Lauderdale, FL 33334 
(305)564-3022 


Can you believe it? Congressman returns money! 


‘I might have offered a copyright 
amendment’-- he tells jukebox operator 


A newspaper’ editor once 
explained to one of his reporters 
what was news and what wasn't. “If a 
dog bites a man,” he_ explained, 
“that’s not news. But if a man bites a 
dog, that’s news!” 

The following item, therefore, 
qualifies as news. It’s about a U. S. 
congressman who gave money back. 
What makes it all the more interest- 
ing is that the receiver in this case was 
a jukebox operator. 


Jukebox interests may have 
underestimated their chances of 
getting a fair shake from the U. S. 
House of Representatives during 
their legislative battle over the 
compulsory jukebox copyright law 
with ASCAP and the other perform- 
ing rights societies. 

As it turned out, the jukebox issue 
was debated and, for all intents and 
purposes, decided on the floor of the 
U.S. Senate February 19, 1976 
when North Carolina Senator Ernest 
Hollings’s amendment was rejected 
60-30. 

The Hollings amendment would 
have stopped the Copyright Royalty 
Tribunal ( CRT) from exercising any 
controls over jukebox operators; 
and, as things have turned out, it is 
the CRT which is the source of 
jukebox operators’ woes. 

But the Senate ruled against the 
jukebox interests and in favor of 
ASCAP, SESAC, and BMI. 

But there were two battlegrounds 
available for jukebox operators—the 
Senate and the House of Rep- 
resentatives. And it’s still not clear to 
most people why the U. S. House 
of Representatives gave the entire 
copyright bill—a bill of obviously 
great importance—such cursory at- 
tention as it did. And why the 
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jukebox lobbyist didn’t try to make 
them put forth the effort. 

In fact, at least one congressman, 
Bill Frenzel of Minnesota, expressed 
similar consternation over the lack of 
attention paid to the details of the 
entire copyright package. Said he: “I 
support the copyright revision bill, S. 
22, although I believe it is poor 
management on the part of our 
leadership to bring this complicated 
bill up for debate and vote at 10 p.m. 
The importance and complexity of 
the bill deserve better treatment ... 
This bill should have been handled 
under an open rule with at least a full 
day available for debate and ques- 
tions. Under these circumstances, | 
will vote ‘aye,’ and urge its passage 
and fervently hope that the sections 
we have not discussed adequately 
tonight are in good shape.” 

It appears that if the House 
leadership was not going to entertain 
a debate on the bill, it was up to 
those whose interests were being 
stepped all over to voice some 
opposition. Why weren’t the jukebox 
interests represented in a House 
debate? It appears the jukebox 
operators’ advocates gave up in the 
House without a fight. As one 
jukebox lobbyist put it, “The Hollings 
amendment was our big push, and 
that was decided in the Senate. 
Everything was pretty much pro 
forma when it came to the House of 
Representatives.” 

Many jukebox operators are 
beginning to see this “pro forma” 
passage in the House as a _ lost 
opportunity for them. One jukebox 
operator in Crowley, Louisiana, for 
instance, was told just that by his 
congressman after he fired off an 
angry letter to the congressman. The 
operator informed his congressman, 


Republican David Treen, whom he 
had supported in his previous 
campaign, that “when you voted for 
the Copyright Royalty Tribunal, it 


was a vote against jukebox 
operators. 

“Tt would please me tremendously 
if you would refund the $100 


contribution made to your campaign. 
You no longer have my support.” 

To his surprise, Congressman 
Treen returned the money. And he 
also included the following observa- 
tion for his supporter: ‘Perhaps it 
( the copyright bill) could have been 
improved upon, but I did not have 
the benefit of your advice at the time 
I had to cast my vote. I wish I had 
known at the time you felt so strongly 
about the matter. [| might have 
wanted to offer an amendment to 
prevent the Tribunal’s creation, had I 
been aware of the arguments against 
its creation.” [| emphasis added] 

Incidentally, Congressman Treen 
was elected governor of Louisiana 
this past December, and so he won’t 
have a chance to make good on his 
amendment suggestion—should the 
opportunity present itself. But his 
message was clear. There was a great 
lack of communication. Like many 
other congressmen, he never got the 
message that the jukebox copyright 
provisions were not in the best 
interests of jukebox operators. 

It appears, therefore, that instead 
of being silent, perhaps the industry 
should have been more vocal in the 
lower House. It’s at least something 
to think about as operators exhaust 
their legal recourse with the present 
law before deciding if it would be 
better to go back to congress and get 
the thing redone. 


— By David Pierson 


Billiard Cloth 


Style &20—Plain, Style 920—Backed 


Fabrics developed specifically for 
coin-operated tables. 


Available through your distributor. 
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Play Meter Equipment Poll 


Here are the March results of PLAY METER’s subscriber survey ranking pinball and video games. Rankings 
are compared with games’ standings in the January poll. 


Top Pins 

MARCH JANUARY MARCH JANUARY 
L.. FLASH Willams s<.c2 3 hdes cbse th dewedea maint 1 Lt. PLAY BO) / Baws beasina ines eisatcedaked 5 
2: METEOR Stet. 154.646 oeseece Ser heise 3 12. ‘Ctie). -GENIE/Gottleby 5 o550:s4.0n0ees eas4es 9 
3. TIMEWARP/Williams..................00- 14 (tie) DOLLY/Bally ........-.....ecce0ee0- = 
4. STELLAR WARS/Williams.................. t 14, FOTORESPA/BallW ix¢¢.446 6% 200%44 s20%44 _ 
D:. MISS Balad co cie sk eeu eiehee das 2 15... “STAR TREK/ Bally ..54:4540080¢edeases taxes 11 
6. (tie) PARAGON/Bally.................... 4 162. “GALAX Y / Stee: (/)6o45s2 5 diw.0s'b ana wees — 

( tie) HARLEM GLOBETROTTERS/Bally. .. 10 17. LOST WORLD/Bally...................... 17 

8. GORGAR/Williams....................... 17 18: MATAHARI Balls. 35260544 Sadatiaucwe ous. —_ 
9. SHARPSHOOTER/Game Plan............... 6 19. BUCK ROGERS/Gottlieb................... — 
10... “SUPERMAN Alan ssccce-c udu weeded ees rowed 8 20. 6 MILLION DOLLAR MAN /Bally............ ~ 

Top Videos 

MARCH JANUARY MARCH JANUARY 
1. SPACEINVADERS/Midway.................. 1 6. SPACE WARS/Cinematronics............... 6 
22. FOOTBALL) Alan: soc4c vac euesele ss owes bes 2 7. “STAR FIRE (ERG oc hi 5 cha hetadeesusckaads 7 
6: ASTEROIDS) Alani, 2 osc ivesaensel voaxdsidax _ 8:. HEAD ON/Gtemilifiv.««s0cccadenrcaeouaeeds 3 
#.- SPRING ID Alan: io 5.0-0d oo me tonsaleeeteekeees 3 9. TAIL GUNNER/Cinematronics.............. ~ 
9. LUNARLANDER/Atari...................... 5 10; ‘BASKETBALL / Altai o.c4c30ca~carcksducrs — 


LOTT NS TEAST IS REE AI A LE AD ES REE SAL EES, ING RIA LO SORE LINES IY EIT I ALS MRE STM ENE STEIN EON AAT ERNE LEOUIN NL NL NATED ERATION OEE 


The PLAY METER subscriber survey of pinball and video games will be a regular feature in subsequent PLAY 
METER publications. If you would like to join readers currently participating in the survey, simply fill out the 
coupon below and return it to PLAY METER. 

Please print legibly 


NAME 


COMPANY NAME 
ADDRESS 


CITY STATE ZIP 


N.B. Please make sure you print your name legibly on the return address portion of the survey card. 
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Portale Automatic Sales and 
Management show the new Rock- 
Ola Techna at their open house in 
San Francisco. Pictured left to right 
are David Price, Jerry Monday, Peter 
Betti and Tom Campbell. 


Portale hosts 
bay gathering 


Portale Automatic Sales hosted a 
gathering for San Francisco Bay 
operators to introduce its Northern 
California customers to some of the 
new products that company will be 
distributing. 

New products taking a bow 
included the new Gottlieb pinball line 
and Rock-Ola’s new Techna phono- 
graph. Other products on hand for 
inspection included Exidy’s new 
sitdown Tailgunner 2, Coney Island 
by Game Plan, Atari’s Asteroids, 
and the new balloon vendor, Fanky 
Malloon by Vending International. 

Manufacturers’ representatives 
were available to meet with operators 
and answer questions. Attending 
were Lila Zinter, Exidy; Tom Petit, 
Atari; Bill Rickets, Dynamo; Stanley 
Levin, Game Plan; John Holtz, 
Rock-Ola; Don Hutmeyer, Game- 
tronics; and Jerry Vick, Vending 
International. 

Portale President Peter Betti re- 
ported that his company was pleased 
to be representing the Gottlieb 
products. “After previewing _ their 
new products coming up, I’m sure 
that Gottlieb games will have strong 
impact on the ’80 pinball market.” 

Jerry Monday, general manager 
of Portale’s San Francisco office, 
judged the Friday evening event a 
success. “It was a good opportunity 
for our customers to join us for 
cocktails and to see our new 
products,” he said. 
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Distributing 


Hailed as “the major event for 
the amusement industry,” PLAY 
METER’s Amusement Operators 
Expo, set for March 20—22 in New 
Orleans, features a special distributor 
incentive program to stimulate distri- 
butor participation. 

Distributors were sent Expo bro- 
chures for mailing to operators and 
in-store display. For every 20 
registrations stamped with a distribu- 
tor’s name and mailed to Conference 
Management Corporation, the show 
organizers, the distributor will be 
awarded one free ticket to the show 
and complimentary lodging for the 
show’s duration at the Fairmont 
Hotel. 

The Fairmont has set aside a block 
of rooms at special lower rates for 
attendees. However, the official 
entry form must be used to qualify. 

The show offers something for 
everyone and the seminars, which 
number over 20, have been designed 
with that in mind. A faculty bearing 
excellent industry credentials will 
provide practical eucation for almost 
every segment of the coin-op 
industry. Experts have been tapped 
from just about every pertinent field 
imaginable—from the creative 
marketing end to profitable distribu- 
torship to troubleshooting concepts. 

One of the high points of the 
show, of course, is the exhibit hall, 
where extensive displays of equip- 
ment, products, and services will be 
open for touring between 11: 30 
a.m. and 6 p.m. daily. 

As many as six seminar-work- 
shops may be attended during the 
three-day period. Morning sessions 
willrun from 10 to 11: 30 a.m., with 
afternoon sessions beginning at 2 
p.m. and ending at 3: 30 p.m. 

The price of $25, which may be 
paid in advance, or $35 after 
February 29, covers convention 
registration and one seminar or 
workshop of the registrant’s choice. 
Additional workshops or seminars 
may be scheduled at the cost of $25 
in advance ( $35 at the door). 

A registration package will be 
waiting for advance _ reaistrants, 
including seminar-workshop tickets, 
at the registration desk of the 
Fairmont Hotel at 9 a.m. each day. 

Exhibit hall admission is open to all 
expo registrants at no additional 
charge. A cocktail reception, to 
which all show-goers are invited, is 
planned for Thursday, March 20 


Amusement Operators 


between 5—6: 30 p.m. 

Exhibitors include: Allied Leisure 
Industries of Hialeah, Florida; AMA 
Distributors, New Orleans, Louisi- 
ana; Amusement Emporium, Den- 
ver, Colorado; Amusement Supply, 
Inc., Dallas, Texas; Bally Manufac- 
turing Corporation, Chicago, Illinois; 
Coffee-Mat Corporation, Division of 
FSF Industries, Inc., Kenilworth, 
New Jersey; D&K Industries, Inc., 
Lincolnwood, Illinois; Electropedic 
Products, Inc., Dallas, Texas; Exidy, 
Inc., Sunnyvale, California; Game 
Plan, Inc., Addison, Illinois. 

D. Gottlieb and Company, North- 
lake, Illinois; Gremlin Industries, San 
Diego, California; J&S Sales Com- 
pany, Inc., Mt. Vernon, New York; 
Irving Kaye Co., Inc., Stamford, 
Connecticut; Kurz Kasch Electronic 
Division, Dayton, Ohio; O. B. A. , 
Inc., Dallas, Texas; Rowe Interna- 
tional, New Orleans, Louisiana; 
Sircoma, Reno, Nevada; Southwest 
Vending Sales Company, Oklahoma 
City, Oklahoma; Stern Electronics, 
Inc., Chicago, Illinois. 

Tommy Gate Manufacturing 
Company, Woodbine, lowa; Torna- 
do Table Soccer, Inc., Fort Worth, 
Texas; Tournament Soccer, Seattle, 
Washington; Twelve Signs, Inc., Los 
Angeles, California; United Billiards, 
Inc., Union, New Jersey; The Valley 
Company, Bay City, Michigan; Van 
Brook of Lexington, Inc., Lexington, 
Kentucky; Vectorbeam-Cinematron- 
ics, Union City, California; WICO 
Corporation, Niles, Illinois; Wildcat 
Chemical Company, Fort Worth, 
Texas; Williams Electronics, Inc., 
Chicagoi, Illinois; Zamperla Inc., 
East Brunswick, New Jersey. 

Galaxy Design Company, Inc., 
Brooklyn, New York; Split/Second, 
Inc., Minneapolis, Minnesota; 
Summit Industries, Inc., Van Nuys, 
California; Taito America Corpora- 
tion, Elk Grove Village, Illinois; 
U.S. Billiards, Inc., Amityville, 
New York; Universal Amusement 
Distributors, Huntingdon, Pennsyl- 


vania; Universal U.S.A. _Inc., 
Hollywood, California; Universal 
Visual Audiotronics Corporation, 


Davenport, lowa; Waite Manufactur- 
ing, Inc., Brush, Colorado; Green 
Duck Corporation, Hernando, Mis- 


sissippi; Dynamo Corporation, 
Grand Prairie, Texas; Kimco, 
Mentor, Ohio; Merit Industries, 
Cheltenham, Pennsylvania; and 


Ready Lift Company, San Jose, 
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Expo Features Incentive Program 


California. 

Seminars and workshops are a 
rich source of practical information 
for the progressive operator. The 
workshops and seminars slated for 
the Thursday, March 20 morning 
session are: Location Cost Analysis, 
faculty to be announced; Business 
Forms and Record Keeping, faculty 
to be announced; The Mini-Tour and 
General Foosball Promotions, Joe 
McCarthy, president, M&M Distribu- 
ting; and It’s Time for Schooling, Art 
Seglin, instructor, vending machine 
repair, Hudson County Area Voca- 
tional Technical School. 

Thursday, March 20 afternoon 
workshops are: Megotiating Com- 
missions with Locations, faculty to be 
announced; Starting and Managing 
the Arcade, Ted Olson, president, 
Inter-Play, Inc.; How You Can 
Benefit from a Pool League, Richard 
Hawkins, president, D&R Star; and 
Token Operations: An Alternative 
for Profit, Virgil Vance, president, 
Van Brook of Lexington. 

Friday morning sessions, March 
21, are: New Equipment Purchasing 
for the 1980s, Fred Skor, vice 
president, World Wide Distributors; 
Internal Cash Controls and_ the 
Absentee Owner, Jon Daugherty, 
LeMans Development Company; 
National Promotion—The Common 
Denominator, Millie © McCarthy, 
president, New York State Coin 
Machine Association, and a panel of 
promotion experts; and _ Trouble- 
shooting Concepts I, Bill Arkush, 
microelectronics division manager of 
Exidy, Inc. 

Friday, March 21 afternoon ses- 
sions are: The Profitable Distributor- 
ship, Chuck Arnold, general mana- 
ger, Northeast region, Rowe Interna- 
tional; Old Game Play Appeal: Use 
Your Imagination, Tom Howartrh, 
chief engineer, Amusement Game 
Services; Creative Marketing and the 
Coin-Op Business, Carol J. Kantor, 
president, Business Builders; and 
Troubleshooting Concepts Il, Bill 
Arkush, microelectronics division 
manager, Exidy, Inc. 

Saturday, March 22 morning 
sessions are: Depreciation Facts and 
Fallacies, Charles C. Ross, instruc- 
tor, finance and accounting, South- 
west Texas State University; The 
Pinball Tournament: A Practical 
Approach, Steve Kirk, president, 
Pinball Association of America, Inc.: 
The State Association: | Power 
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through Cooperation, Millie = Mc- 
Carthy, New York State Coin 
Machine Association; and Trouble- 
shooting Concepts IIl, Bill Arkush, 
microelectronics division manager, 
Exidy, Inc. 

Saturday, March 22 afternoon 
sessions include: Keturn on Invest- 
ment and _ Business Profitability, 
Charles C. Ross, instructor, finance 
and accounting, Southwest Texas 
State University; Amusement 
Games: Separating the Sheep from 
the Wolves, Rufus King, Esq., King 
and King Attorneys at Law; Shopp- 
ing Centers and Arcade Leasing, Jon 
Daugherty, LeMans Development 


Corporation, moderator, and a panel 
of national arcade company execu- 
tives and shopping center develop- 
ers; and Troubleshooting Concepts 
IV, Bill Arkush, microelectronics 
division manager, Exidy, Inc. 

Atter the show’s over, remember 
that the entire event is tax deductible 
—educational expenses, including 
travel, meals, and lodging under- 
taken to maintain and improve 
professional skills may be deducted. 

Write Conference management 
Corporation at 500 Summer Stret, 
Stamford, Connecticut 06901, or 
call 1-203-356-1900, for more 


information. 


Gottlieb distributors compare notes during the National Sales Convention 


intermission. 


Pictured here are Gottlieb distributors who received silver trophy cups at 
the January 9 Gottlieb national distributor sales meeting in Oak Brook, 
Illinois. The cups were presented to individual distributors in appreciation 
for 25 or more years of service as a Gottlieb distributor. 
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Kids aren’t the only ones who play 


Professionals 
discover 


She may be a doctor, he may be a 
lawyer, but whatever the profession, 
it seems that more and more white 
collar people employed in_ the 
traditional professions are discover- 
ing games—and loving every minute 
of it. 

“What you’ve got now is a new 
generation that is reaching the 
professional level—age 35 and be- 
low—that has no negative alienation 
to games that the previous genera- 
tion had,” Tom Nieman, who 
handles marketing for Bally’s pinball 
division, noted. Older people felt that 
“they'd outgrown games or were 
embarrassed to admit playing them, 
but the current generation doesn’t 
have this juvenile, belittling attitude. 

“Everybody seems to _ accept 
games more. The situation here in 
the United States is similar to what 
you see in Europe. It’s not at all 
unusual to see a businessman stop in 
a cafe or a bistro to play a pinball 
machine.” 

European professionals don’t have 
the corner on the games market, 
David Rosen—chairman of the board 
of Sega, Gremlin’s parent com- 
pany—reported in an earlier inter- 
view with PLAY METER ( Update, 
December 31). “Japanese profes- 
sionals are playing coin-op games in 
increasing numbers,” he said. “And 
certainly we’ve crossed the sex 
barrier. Female play in Japan now is 
every bit as common as male.” 

The earlier American resistance to 
games, however, was due in large 
measure not only to the supposedly 
unsavory clientele that frequented 
locations (which in those days 
usually meant a bar), but to our work 
ethic, Nieman reported. “There 
never has been a moral stigma 
attached to game playing in Europe. 
We've always been handicapped by 
a phony, moral attitude. I guess pins 
were viewed by moralists as a waste 
of time—it all goes back to the ‘idle 
minds’ concept.” 
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the world of games 


There’s also something to the 
argument that wholesale acceptance 
of games was hampered by the type 
of crowd that usually gathered at 
locations years ago. But Dr. Alex 
Kushkin of Columbus, Ohio, a 
medical doctor who was hooked on 
games 25 years ago, was undeterred 
even though access to the games 
sometimes was not easy. “In my 
bowling alley, if you could get the 
motorcycle jockeys out of the way, 
you could play the pins.” 

Dr. Wesley Rosenthal, another 
Columbus, Ohio resident who prac- 
tices dentistry, only became involved 
in game playing when it was available 
to his whole family. “I began playing 
games on a serious basis when all my 
kids were old enough to play them. 
We'd spend an evening at an arcade. 
I think, in fact, that game playing will 
become an even more popular 
recreational situation to the family or 
group as it becomes more acces- 
sible,” he said. 

Kushkin reported that arcade visits 
with his family found him “playing as 
much as my children but enjoying it 
more.” 

Roger Sharpe, PLAY METER’s 
pinball expert, acknowledged that 
game playing was becoming more 
socially acceptable “not only from the 
standpoint of locations—discos, mo- 
vie theater lobbies, etc. —but to more 
and more professionals making 
additions to their total home en- 
vironment. They’re buying AMX’s, 
video tape recorders, and home 
computers. whether thev’re pro- 
grammable or not. I don’t think a lot 
of these people are going out and 
buying Space Invaders, but if it’s 
something that they can play, plug 
into their tv sets, they’re doing it. It’s 
novelty, it’s chic,” he said. 

Those professionals who are 
status-oriented now can identify with 
the likes of Hugh Hefner or Jimmy 
Carter, both of whom maintain 
games in their private homes, or 
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Marion Gray, an  Alabama-born 
geophysicist for Texaco, seems to be 
happy with the way his pinball game 
is progressing. 


When you're hot, you’re hot—and 
then sometimes you're not. By the 
expression on his face, this Charity 
Hospital physician in New Orleans 
might fall into the latter category. 


a maritime law 
enforcement offiecr, concentrates 
intensely as he battles away at a 
pingame in Joe’s Bar, New Orleans. 


Wayne Gusman, 


Sally Struthers, who recently hosted 
a gathering of her friends at an 
arcade. 

And it follows that the greater 
positive public exposure, the greater 
the acceptance. “The more often 
people hear about games, whether 
through the news, Bally’s tourna- 
ment, charity events, celebrity tie-ins, 
the more it tells them that not only is 
it okay to play games, but it’s okay 
for them to play. The fact that video 
games are in the home via computers 
is a godsend,” Sharpe said. “The 
arcade machine is coming into the 
home via the media.” 

Home purchase of a_ standard 
sized arcade game also can be a 
source of prestige among _ profes- 
sionals. “My eye doctor, who has a 
resort home outside of New York 
City, wanted a novel source of 
entertainment for his guests, so he 
purchased a pinball machine. It’s 
prestige —he has his friends over and 
they play his sophisticated new toy,” 
Sharpe reported. 

Some industry people feel that the 
greater sophistication of the games 
themselves is in no small way 
responsible for more professional 
play. Tom Herrick, vice president of 
marketing at D. Gottlieb and Com- 
pany, noted that “today’s level of 
sophistication in games requires a 
substantial degree of intelligence. 
There’s no question about it. And 
with the advent of solid state, there 
has been an added element of 
challenge in games.” 

Vectorbeam’s Warrior, a video 
based on the incredibly complex 
board game, Dungeons and Dra- 
gons, is a step toward attracting a 
more intellectual segment of the 
population. 

As more professionals play games, 
so do others. Michael Stroll, presi- 
dent of Williams Electronics, feels 
that the world of games is opening up 
to everyone, not just professionals. 
But it follows that increased skill 
requirements might be one reason 
for increasing professional play. “As 
the games industry continues to 
grow, players gain expertise and as 
they become better, they look for 
greater challenge. Our games are 
becoming more and more. skill- 
oriented. The entire theme is to build 
the most skillful games that we 
possibly can.” 

‘“There’s always some element of 
luck,” he admitted ‘because of ball 
velocity, trajectory, and _ rotation, 
which is very difficult to predict all of 
the time. But ignoring luck, what 
generally is set up on the playfield are 
shots designed to be extremely 
skillful but also enjoyable for the less 
serious player,” he said. 

“Our games have been designed 
with the skill factor in mind. The 


advantage to that,” Tom Herrick of 
Gottlieb said, “is that games have a 
longer life, and longer and _ higher 
continual level of earnings if the 
positive skill factor challenges the 
player. If the game is too simple—all 
slambang, razzle dazzle, without the 
skill factor—it may create excitement 
at the beginning but tends to 
dwindle.” 

Tom Nieman of Bally agreed that 
skill is important. ““We emphasize skill 
versus luck more so than ever—the 
domestic market player is getting 
more skilled. The European player 
always was considered more skilled 
but we’re seeing that to an increasing 
extent here.” 

But are professional players really 
more intelligent than those in lower 
echelon occupations? “It’s not a 
matter of being intelligent,” Valen- 
tino Lovisa, a graduate student 
in psychology at the University of 
New Orleans, asserted. “It’s general- 
ly a matter of being competitive.” 

“I don’t think people who play 
games are necessarily more intelli- 
gent, but probably so,” Kushkin said. 
“I think they have a special challenge 
in their mind—they’re going to beat 
that machine. It’s a matter of scoring 
higher than the guy in front of you. 
And after awhile, there’s a technique 
involved, more than just pounding 
away at the game waiting for it to 
tilt.” 

Roger Sharpe was unconvinced 
that people of higher intelligence 
were more likely to play games. “I 
don’t think anyone can make a value 
judgement like that. I think maybe 
the more intelligence one has says 
that there’s no reason that you have 
to be intimidated of a game. No 
matter how old you are, or what 
position you hold, the _ intelligent 
person will probably realize that as 
long as youre enjoying it, it’s okay.” 

Tom Nieman of Bally also negated 
the theory. “One’s intelligence would 
not make one more or less suscep- 
tible to playing. It’s more an ability to 
enjoy oneself,” he said. 

What probably is more important 
than intelligence, according to 
Sharpe, particularly in arcade games, 
is “hand-eye coordination, mental 
concentration, and a certain emo- 
tional intensity.” 

Dr. Ruth King Morehouse, a 
clinical psychologist with the West 
Bank Center for Psychotherapy in 
New Orleans noted the type of game 
dictates the skill. “Particularly in 
videos, | think, visual motor coordi- 
nation or dexterity, rather than 
intelligence, is important. There is a 
certain amount of analyzing what 
happens, or how the machine works, 
but that is in combination with visual 
motor coordination. And I think 
more professionals are getting in- 
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terested in things which involve 
visual motor coordination—such as 
jogging, running, tennis, and 
games—to a certain extent—than 
before.” 

“An. intelligent person may be 
attracted to a game if it is something 
that will require skill, planning, or 
organization. It might be something 
with a creative twist which requires a 
new way of tackling or attacking a 
situation. If it just requires rote 
memory or physical skills, then it 
might not be as much of a 
challenge,” she said. 

“But intelligent people have a lot 
of variations. Some may want a 
combination of physical and cogni- 
tive skills, others might want just 
cognitive, and others may look for 
just physical,” Dr. Morehouse add- 
ed. 

Dr. Linda Floyd, another clinical 
psychologist, thought that videos 
probably would be the more attrac- 
tive game for the thinking person. 
“And although most games take 
coordination and probably an equal 
amount of intelligence, | don’t think 
that more intelligent people neces- 
sarily are more likely to play.” 

The reasons for playing games 
seem to be as numerous. as 
players—and experts. Dr. More- 
house noted that games are “a way 
to escape from the stress. of 
professional occupations. It’s an 
effective way of getting away from 
troubles.” 

Dr. Floyd agreed. “I play games 
for amusement rather than for 
intellectual challenge. Many of my 
friends, who also are_ professional 
people, love them, too.” 

Dr. Rosenthal plays because he’s 
attracted to a certain type of games. 
“I think that you’re always attracted 
to something you find fascinating. | 
like things with eye-hand coordina- 
tion, so I’m attracted to those sorts of 
games more than foosball. If you’re 
fascinated by outer space, you'll like 
the outer space games. If you like 
football, you'll like the football 
games.” 

The increasing sophistication and 
better situations of challenge also 
appeal to him. The more they get 
into holograms, the more the 
individual can set himself down into 
the game, the more involved people 
will become. Everyone wants to 
create a Disneyworld.” 

Kushkin plays to escape the 
stresses of his profession—and let’s 
not forget that it’s fun. “I prefer pin 
games. I tire of video after a while, 
maybe because video is set up for 
one particular game. Pinball seems to 
be a different game every time you 
play, with a little more challenge 
each time you play.” 

Lovisa thinks many people play 
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Chief Deputy U.S. Marshal Bill Marshall in Pensacola, Florida, looked 
“meaner” when this photo was snapped than his pool game actually 
proved him to be. 


4 
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Florida State Representative Tom Patterson, also of Pensacola, Florida, is 


so taken by pool that his table is prominently installed in the living room of 
his suburban home. 


37 


Creative people may be more likely to play coin-op games 


because it’s simply there. “If the 
cocktail table in front of you is a 
game, you're likely to be pumping 
quarters in it if you're just sitting 
around. And any game that involves 
inter-galactic travel, defensive and 
offensive capabilities, the more coins 
I put in. The more buttons, the 
better. The more interesting noises, 
the better.” 

Daniel Garness, a Los Angeles- 
based architect, is attracted to videos 
with appealing sounds. “I like any 
kind of fast-paced electronic game 
with interesting and integral sounds 
that happen when you do some- 
thing. Videos allow me to get lost in 
them—and it’s fun to have someone 
get lost in them with you.” 

“Good fast-paced games to me 
are a tool for an elaborate scenario 
with someone else. It becomes a 
story line—a prop. It is like when you 
used to play games and made 
believe. The active games give you 
the same sort of elaborate, more 
organized prop,” he said. “You act 
differently when youre playing 
games; you explore a different side 
of yourself.” 

Dr. Stanley Hall of Charity 
Hospital, New Orleans, likes the 
action, too. “It’s exciting, fastmoving. 
I particularly like the pin games with 
four flippers, which gives you more 
combinations and variations on the 
shots. You can rebound the ball a lot 
of different, more interesting ways.” 

It's when the stakes are high that 
Hall’s driving competitive spirit is 
most stimulated—he and his col- 
leagues play for beers. “I try to beat 
the machine, but we mostly try to 
beat each other.” He attributes his 
above average but short-of-pinball- 
wizard status to the fact that he 
spends most of his time playing other 
people rather than alone. “Solitary 
players have more time to practice,” 
he explained. 

More professional people seem to 
be playing the coin-op games, you'll 
agree. But is there a certain type of 
person or profession that has a 
natural inclination toward game 
success? 

Probably those in the creative arts, 
claimed Koger Sharpe. “It’s a gut 
feeling, but I think people who are 
more creative are more likely to be 
involved in coin-op games. Not that 
games probably are blue collar per se 
outside of locations—it’s just that the 
blue collar guy plays for a totally 
different reason than, say, my eye 


doctor. The doctor usually plays for 


fun. The blue collar guy usually plays 
for beers. Maybe in a way there’s a 
lot of the ‘nouveau riche,’ suburban 


phenomena involved. Talk to re- 
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furbishers of old coin-op equip- 
ment—they’ve been dealing with 
higher income level types lately.” 


Tom Nieman of Bally reported 
that musicians seem to be fascinated 
with games: “that whole entourage 
of musicians, including rock musi- 
cians—Ann Margaret, for example 
who won't go into Las Vegas unless 
she has a pinball machine in her 
dressing room. Many popular singers 
call us all the time in search of 
machines. It’s become a very ‘in’ 
thing to do ‘among celebrities, 
particularly on the west coast.” 


‘T would have to guess that people 
in the technical professions generally 
would be more interested in games 
that are complicated mathematical- 
ly,” Tom Herrick of Gottlieb said. 
“Pins, of course, are getting very 
complex, and the arithmetic combi- 
nations are ingenious.” 

Regardless of whether more archi- 
tects are playing games, Garness 
believes that their academic training 
might make games appealing to 
them. “Architects are very spatial 
and visual. They’re juggling relation- 
ships and that’s why the more 
complex games seem to be the most 
interesting. It’s not just a goal that 
you're reaching, it’s a whole number 
of variables that you’re constantly 
shuffling and weighing.” 


The profession that most needs 
the release that games offer—how- 
ever unaware the members are of 
their need—is lawyers, said Garness. 
“They re uptight.” 

Manufacturers, who obviously are 
not working to discourage any 
segment of the populace from game 
play, constantly strive to improve 
their share of the market by attracting 
more people, no matter what their 
occupation. 

So what goes into the formula that 
manufacturers concoct to woo quar- 
ters away from patrons, professional 
or otherwise? As several profes- 
sionals stated, sound is important. 


“At Williams, we try to provide the 
entire experience for the pinball 
player—sight, sound, play appeal— 
which features on the playfield itself,” 
Stroll said. “We try to develop 
exciting, challenging games that 
don’t require someone to have a 
license to play them.” Williams, 
incidentally, recently unveiled the 
world’s first talking pinball machine, 
Gorgar, which says seven different 
words and features the increasingly 
louder sound of a beating heart as 
the score builds. 

Tom Nieman at Bally noted that 
his firm aims for “common ground. 
Our approach is that we’d like to 


have all our games appeal to a wide 
variety of people.” 

“We try to attract players first but 
then you must hold them by 
entertaining and challenging them,” 
he said. “It’s easier to attract 
them—there’s a variety of vehicles, 
such as attractive graphics, sights, 
and sound. But true success depends 
on cross-marketing a game that has 
an ability to entertain at all levels.” 


Certainly an element in the “right” 
formula is luck. “You reshuffle and 
reposition features and all of a 
sudden, it clicks. We’d love to do it 
on every game, but no one can. It’s 
as if you’re juggling three or four balls 
at the same time, trying to coordinate 
the great number of people at the 
factory to get the right positions, right 


features, right time, art, sound 
packages, lights, etc.,” Nieman 
noted. 

“But it’s interesting—factories 


slave to put games out, but it’s really 
up to the operator. He has a lot of 
options—add-a-ball, altering the 
sound package three or four different 
ways—so he has the final decision on 
how the game will play. I think some 
operators have an inherent sense of 
how to set up best in his or her area. 
Those who don’t take the time to 
explore possibilities are buying an 
expensive game and not taking full 
advantage of it,” he pointed out. 


As more sophisticated types of 
people play games, game applica- 
tion, logically, might become more 
sophisticated. The Franklin Institute 
in Philadelphia features Energy 
Island, what may be the world’s first 
educational “pingame.’ The ma- 
chine is equipped with a_ pinball 
mechanism and shows different 
types of energy. 

Along the same lines, Nieman 
reported that Bally was approached 
not long ago by the Smithsonian 
Institute in Washington, D.C. to 
create an educational pinball ma- 
chine with a genetics theme. “We're 
still looking at it. But the fact that the 
Smithsonian would think of pins as a 
means of education is interesting. 
And someone at Franklin has already 
done it.” 

It's anybody’s guess but perhaps 
greater professional exposure to 
games will mean more than just a 
bigger market for manufacturers and 
operators. It might signal a larger 
pool of mental resources that could 
provide for more sophisticated tech- 
nology and wider application for the 
coin-op industry. 

And the implications—and _ pos- 
sibilities—of that are intriguing, you 
must admit. 
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SPEAKS! 


ENTER THE LAIR OF 


GORCAR 


ONLY IF YOU DARE! 


Top A-B-C lanes light bonus multipliers that can take you from 29,000 to 87,000 points! 
Light A-B-C once for 2X value! Light A-B-C again for 3X value! 


BEWARE OF THE SNAKE PIT! 


The Snake Pit holds your ball captive while Gorgar’s voice thunders “Me got you”! But, 
enter the Pit when 50,000 is lit and Gorgar is the victim as he agonizes “Me hurt”! 
Advance the Pit value from 1000 to 50,000 by dropping G-O-R targets! Collect value 
when you enter the Pit! Light 50,000 to send the Pit flashing its warning! 


Or make 1, 2, 3, 4 targets and hear Gorgar roar.““Me hurt”! Make all 4 to advance the Pit 
value to 50,000 and watch the Snake slither menacingly! 


Making 1, 2, 3, 4 three times lights arrows for a possible Special and Gorgar’s surrender 
with “You beat me”! Arrows flash challengingly until you conquer and Special is made! 


CHALLENGE THE SNAKE HOLE! 


Send the ball into Gorgar’s Snake Hole for 100 points or for 1000 points when lit! 


MAKE GORGAR CRY OUT! 


Drop the G-O-R-G-A-R targets, make the monster thunder his name and advance eject 
value from 10,000 points to 15,000 points to extra ball. Make extra ball‘and the monster 
moans “You hurt Gorgar’! Drop G-A-R and light abumper for 1000. The 2nd time light 2 
bumpers. The third time light all 3. The 4th time each target is worth 5000 and the 5th 
time lights out-lanes for alternating Special and Gorgar surrendering with “You 
beat me”! 


ESCAPE FROM THE MONSTER’S CLUTCHES! 


Escape from Gorgar’s lair through tunnels D or E and make the next number you need 
Of 1; 32) 3; 4! 7 


GORGAR LIVES! 


As the momentum of play builds, Gorgar's heart beat races faster and louder at an 
ever-quickening pace to a dizzying pitch! From the first words “Gorgar speaks” to the 
last “Me Gorgar, beat me”, the monster challenges, dares, drives play on! 


WHEN IT COMES TO PINBALL PROFIT, 
_.GORGAR SPEAKS OF MONSTER EARNINGS! 
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For the service back-up that keeps you out-front, 
call Williams toll-free at 800/621-4765. 
In illinois, call toll-free at 800/972-7898. 


Hiltkams D 
® 
ELECTRONICS, INC. 


An XCOR International Inc., Company 

3401 N. California Ave., Chicago, Il. 60618 
Cable Address: WILCOIN, CHICAGO 
AVAILABLE FOR IMMEDIATE DELIVERY 
THROUGH YOUR WILLIAMS DISTRIBUTOR 


. © Height: 692" 

“ « Depth: 52” 
e Width (cabinet): 2212" 
e Width (backbox): 30%" 
e Weight : 260 Ibs. 
¢ Instruction manual in g 
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The copyright law has everyone dancing, even mustard producers. 


Mustard Artists 


In 1976 Congress passed a revised 
Copyright Act which provided a new 
royalty package for artists; but, in 
passing this law, Congress appears to 
have opened the door for royalty 
claims from—of all things—mustard 
producers. 

You see, one of the most 
controversial measures in that act 
concerned royalties paid by jukebox 
operators. Congress ordered oper- 
ators to pay a copyright fee of eight 
dollars per jukebox as additional 
royalty compensation to songwriters 
and publishers of the songs used in 
those phonographs, and therein lies 
the problem. 

Before this per-jukebox assess- 
ment was introduced, operators paid 
for the record royalties like every- 
body else who bought records— 
through a “mechanical royalty” that 
was already built into the price of the 
record ( jukebox operators, by the 
way, are still required to pay the 
mechanical royalty, which was also 
raised in the Copyright Act of 1976). 

This double assessment against 
jukebox operators (a per-box fee 
and a mechanical royalty fee) was 
brought about because the song- 
writers were able to convince Con- 
gress that jukebox operators should 
be paying more royalties. After all, 
they argued, why should a jukebox 
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By David Pierson 


operator who is going to use his 
record for profit pay the same royalty 
as someone who buys a copy of the 
record for his home use? 

The first oversight Congress made 
in this regard was that, in fact, an 
operator of jukeboxes does not pay 
the same royalty fee for a record as a 
single record buyer. The average 
purchaser of a record only pays that 
record royalty one time, but a 
jukebox operator can end up buying 
that same record 200 times or 
more—depending upon the number 
of jukeboxes he owns. Therefore, a 
professional jukebox operator is 
already paying a royalty charge that 
at times approaches 200 times more 
than what the average purchaser 
pays for that record. 

But that is not the biggest mistake 
Congress made on this matter. For, 
you see, when Congress authorized 
a per-jukebox fee to collect the 
royalties, it left itself wide open to 
other claims from other industries for 
similar treatment. The only reason 
no one has taken advantage of this 
loophole as of yet is that apparently 
everyone is asleep—or else has not 
heard of the landmark pronounce- 
ment by Congress. 

So here is the blueprint of how 
other industries can gain for them- 
selves these additional benefits that 


Congress wants them to have. 

Let’s use the example of a mustard 
producer. All he has to do is claim 
that restaurants should be paying a 
higher price for his product because 
they are using his mustard for profit. 
After all, he can argue, why should a 
restaurant owner who is going to use 
the stuff for profit pay the same price 
as a housewife who buys a jar of the 
stuff for home use? 


Following the reason of Congress, 
mustard producers are in line for 
extra compensation from these pro- 
fiteering restaurants—in the form of a 
per-restaurant fee. 


“But,” the songwriters and their 
affiliated organizations would argue, 
“how can you lump us together with 
mustard producers? Mustard is 
merely mustard, but what we do is 
art.” 

And now we get to the core of the 
mustard problem. 

You see, this whole mess with 
copyrights hinges on the central 
question of “what is art?” 


That’s the reason Congress felt it 
was incumbent upon them to revise 
the copyright law which had re- 
mained virtually unchanged since 
1909. You see, Article One of the 
U.S. Constitution clearly charges 
Congress with the responsibility of 
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The most 
profitable 
Kiddie Ride 
—Ever'! 

The hydraulic helicopter seats one child and has two controls, one to 


raise and one to lower, plus a push button for a machine gun. The 
helicopter goes up four feet. 


Suppliers of the Hits 
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Tel: 212/689-5633 B-2000 Antwerp, Belgium 
TELEX: 223333 Tel: (31) 32-59-46 
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promoting “the progress of science 
and useful arts by securing for limited 
times to authors and inventors the 
exclusive right to their respective 
writings and discoveries.” 

That is why there is a special 
protection provided in the Constitu- 
tion. It was to protect those things 
which are art. 

Now, obviously, at least one 
U.S. Senator, Howard Baker of 
Tennessee, felt that what songwriters 
wrote was art because in_ his 
pronouncement on the floor of the 
Senate on February 19, 1976, he 
called the songwriter someone who, 
“by the sweat of his brow and the 
uniqueness of his talent, makes a 
significant contribution to American 
culture and only asks a fair return 
from his work.” 

Perhaps Senator Baker’s high 
opinion of songwriters was the 
unanimous opinion of the senators. 
If so, it is probably the _ first 
unanimous opinion the Senate has 
held since its last pay hike. What 
seems much more likely, however, is 
that senators ( who by nature don’t 
know a damn thing about art because 
is not a prerequisite to being 
elected) just agreed with the first 
senator to voice any kind of opinion 
on the subject, even though that 
senator was mouthing an opinion not 
so much based on a finer sense of 
what is art but rather on a fine sense 
that songwriters made up a large part 
of his constituency. 

In other words, it appears that the 
senators were intimidated by their 
own powers. They didn’t know what 
art was; so who were they to disagree 
and say what songwriters did was not 
art? As you can see, peer pressure 
can be quite a powerful influence not 
only in kindergarten, but in the 
U. S. Senate too. 

If one senator would have thought 
about it, however, he could have 
started an interesting debate with 
Senator Baker, by challenging the 
premise that songwriters today con- 
tribute something special to Ameri- 
can culture. 

For much of today’s music 
contradicts established federal laws 
and does not build up the culture but 
rather breaks it down. 

Take drug-related songs of the 
60s: “White Rabbit,” “With a Little 
Help From My Friends,” “The End,” 
and the endless litany of similar songs 
which brought a defiance of the 
country’s laws and its culture. 

Then, of course, there’s the 
obvious obsession in music today 
with sex. Some of the biggest hits of 
recent vintage, for instance, were 
“Kiss You All Over” and “Do You 
Think I’m Sexy?” It’s doubtful if 
songs that encourage sexual promis- 
cuity among our country’s young 
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people should be considered as 
contributions to this country’s 
culture. 

And that trend is continuing. A 
cursory glance of a current record 
chart includes the following titles: “I 
Wanna Be Your Lover” ( BM)), 
“Love Gun” ( ASCAP), “Pull My 
Strings” ( ASCAP), “Love Injection” 
(BMI), and other suggestive titles 
like “Funk You Up” ( BMI). 

Is this type of contribution some- 
thing that should be praised on the 
floor of the U.S. Senate as 
enriching our culture? If modern 
songwriters expect to receive addi- 
tional payments for their writing— 
and that’s what royalty payments 
are—then it would appear they 
should show a sensibility more like 
that of an artist than of a teenager 
who is experiencing gonadal anxie- 
ties. 

Of course, songwriters could 
argue that their songs allude to drugs 
and sex, etc., because that’s what 
sells. But that argument is one that’s 
used by businessmen—not artists. 

If the cacophony and unintelligible 
lyrics that are being passed off by 
songwriters today are called art, what 
do you call the poetry of someone 
like Edgar Allen Poe who, without 
the aid of music, could make the 
words themselves conjure up the 
sounds he wanted to convey? 

Let’s take, for instance, the first 
stanza of Poe’s immortal poem, “The 
Bells”: 

‘‘Hear the sledges with the bells— 
/ Silver bells!/ What a world of 
merriment their melody foretells!/ 
How they tinkle, tinkle, tinkle,/ In 
the icy air of night!/ While the stars 
that oversprinkle/ All the heavens 
seem to twinkle/ With a crystalline 
delight; / Keeping time, time, time, / 
In a sort or Runic rhyme,/ To the 
tintinnabulation that 
wells/ From the bells, bells, bells, 
bells,/ Bells, bells, bells—/ From the 
jingling and tinkling of the bells.” 

Edgar Allen Poe died penniless in 
the gutter—literally. Such is the way 
America treats its real artists. 

By contrast, the composer of a 
recent hit song on the same subject 
could come up with only the 
following words to convey his 
thoughts: “You can ring my bell... 
You can ring my bell...” ad 
nauseum. In light of the art of a man 
like Poe, should the writer of a song 
like this be given special protection 
for his creation? 

There are two assurances which 
are allowed for the written word by 
the U. S. Constitution—freedom of 
the press and protection by copy- 
rights. 

Freedom of the press is guaran- 
teed to all writers—with the possible 
exception, it now appears, of 
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pornographers who are having trou- 
ble convincing authorities that their 
garbage should be allowed to be 
sold. 

“The protection of “useful arts,” 
through such devices as copyrights, 
does not appear to cover everything 
that is written—or else your mustard 
producer would not have patented 
his product but, rather, would have 
copyrighted the words on his ingre- 
dients label. 

Songwriters, of course, could 
argue that they need extra protection 
for their songs because modern 
technology has made it easier for 
others to steal the fruits of their 
labors. But it could also be argued 
that the music industry has been able 
to flourish because of modern 
technology—not in spite of it. After 
all, if it were not for the free 
advertising songwriters get for their 
songs on radio stations and juke- 
boxes, the songwriters’ real custom- 
ers—RCA, Motown, MCA, and the 
other record labels—wouldn’t have 
nearly as large a market. 

Almost all the rest of the writers in 
this country get one payment for 
their works. A reporter for a daily 
newspaper, for instance, doesn’t get 
additional money if his story is picked 
up by one of the wire services and 
then reprinted in other newspapers 
across the country. Why then does a 
songwriter deserve extra compensa- 
tion that is not afforded to other 
writers? 

It has already been said that the 
products of today’s songwriters could 
hardly be considered worthwhile or 
lasting. In fact, most songs written 
today experience a very short shelf 
life, never to be used again. Is this the 
significant contribution to American 
culture Senator Baker was talking 
about? 

This whole problem has come 
about because of the overuse and 
misuse of the word art. Actually most 
people don’t care if someone calls 
himself an artist or a skilled laborer or 
a professional or whatever. But when 
that self-proclaimed artist expects to 
get special treatment on the basis of 
his delusion, he becomes a nuisance. 

If songwriters feel they are entitled 
to royalty payments because “who 
can say that what I do is not art,” 
then it follows that whatever anyone 
does can also quality for royalty 
payments—and that includes those 
involved in thge production of 
mustard. In fact, there are un- 
doubtedly more people in_ this 
country who can write a song than 
can name for you the ingredients in a 
jar of mustard! Which, therefore, is 
the rarer talent? 

And so it is clear what this jukebox 
law really says. It says that we live in 
a time of mustard artists. 
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Alvin Gottlieb 


Thomas L. Herrick 


Gottlieb is making waves within 
the industry with its introduction of 
an intermediate sized pinball cabinet 
which features expanded memory 
capability and “new _ playfield 
power.” 

The line, called Star Series 80, 
represents an entirely new genera- 
tion of Gottlieb pinball games. 

The equipment was introduced to 
Gottlieb distributors at the company’s 
national distributor sales meeting on 
January 9 at the Oak Brook Hyatt 
Hotel in Oak Brook, Illinois. The 
event was attended by distributor 
principals and their sales staffs from 
the United States, Canada, and 
Japan. 

“The new Star Series 80 games 
feature our exciting new solid state 
System 80 and Dimension 80,” 
noted Robert Bloom, senior vice 
president. “System 80 brings new 
playfield power plus versatility and 
expanded memory capability to 
Gottlieb games. Its potential for 
intriguing new game designs is 
virtually unlimited. We call it the 
‘game with a brain. And _ the 
distinctive sounds and lighting attract 
features are startling, to say the least. 


“Dimension 80 is the direct result 
of extensive research and _ experi- 
mentation with playfield sizes.” The 
company, through research, deter- 
mined that two-by-four is the ideal 
dimension for the Star Series 80 
games. By adding five and seven- 
eighths inches to the length and three 
and five-eighths inches to the width, 


another 292.5 square inches of 
additional playfield area has been 
added. “The new dimension is 34 
percent larger than the previous 
standard, yet the game does not 
require additional space at the 
location,” Bloom noted. 


Gottlieb distributors from all over 
the United States and Canada began 
to arrive at the Oak Brook Hyatt 
Hotel on January 8 and were treated 
to an introductory cocktail-reception 
and dinner that evening. 

The product show began at 9 a.m. 
the following day and, after introduc- 
tory remarks, Alvin Gottlieb, execu- 


Gottlieb makes waves 


tive vice president, presented a 
sound and slide film review of Gott- 
lieb’s 52-year history, highlighting the 
early days of the company and its 
founder, David Gottlieb. The presen- 
tation also included a review of major 
Gottlieb innovations like the flipper, 
roto-target, and four-player game 
format. 

Bloom followed with the conven- 
tion keynote speech in which he 
spoke on the companv’s product and 
marketing plans through the ‘80s, 
climaxing with the introduction of 
key Gottlieb executives on the stage. 
Singled out for special mention were 
veteran game designer, Wayne 
Neyens, past vice president of 
engineering and current technical 
consultant; Ed  Krynski, — the 
company’s dierctor of design; Gil 
Pollock, newly appointed vice presi- 
dent of operations; and Bill Kwas- 
niewski, controller. Special mention 
also was made of Bob Smith, who 
recently retired as operations vice 
president. 

The presentation of System 80 
electronics and Dimension 80 were 
highlighted by the dialogue between 
Dick Finger, director of engineering, 
and George Offshack, field service 
engineer, who noted the variety of 
new features that were made possible 
through advanced microprocessor 
technology adapted into the new 
Gottlieb system. 

Calling it “the game with a brain,” 
the Gottlieb engineers described the 
expanded memory potential that 
enables the game to restore the 
playfield to the exact condition it was 
in at the time the player lost his 
previous ball. Pinpoint accuracy in 
scoring with no “skips” and multiples 
was demonstrated, as well as the 
ability of the system to absorb new 
ideas and concepts. 

Also of note was a new, more 
versatile fifteen-step bookkeeping 
system which has added automatic 
calculation of the replay percentage 
and continuous averaging of player 
time per game, both features that 
many game operators have reques- 
ted. And the engineering team 
spotlighted a redesigned and more 
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with new Star Series 8O 


powerful pop bumper to produce 
“the fastest, hardest hitting play 
action in he field.” It was pointed out 
that each pop bumper has its own 
power source, an individual circuit 
board independent of the main 
control of the game. 

Finger and Offshack reported that 
System 80 “can attract players while 
in its idle state with a fresh sound and 
sight mode that sports ‘ear level’ 
sound, and the sequented flashing of 
playfield lamps when the game is at 
rest.” To provide individualized 
sound, the two continued, the 
lightbox was designed so that the 
high fidelity six-inch speaker is 
located behind a grille at the top of 
the lightbox which accentuates the 
sound even at a low level. Game 
speakers traditionally have been 
located on the underside of the main 
cabinet, and that, Gottlieb maintains, 
has a tendency to muffle and diffuse 
the sound. 

New game sounds were drama- 
tized in a musical score conducted by 
the mythical “Maestro  Micro- 
processor”. The company plans to 
make a cassette of the Gottlieb 
“symphony” available to its distribu- 
tors todemonstrate the new sounds. 

Another characteristic of the game 
is its new size playfield called 
Dimension 80. 

The playfield has grown to a size 
two feet wide by four feet long after 
lengthy research was conducted to 
determine the ideal playfield size. 
The size, which Gottlieb feels is large 
enough to accomodate the expand- 
ed versatility of the new micropro- 
cessor system, still is smaller and 
more compact than the wide body. 
The new standard Gottlieb Dimen- 
sion 80 size provides over thirty 
percent more game area than the old 
size playfield, and features a cabinet 
which requires no more floor space 
in width—it’s only a few inches 
longer. It will go through a standard 
door without disassembly. 

The redesigned lightbox sports a 
new and functionally designed swivel 
panel which accomodates all of the 
solid state boards and components 
and puts them within easy reach of 
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Marvel’s Spider-Man, played by a professional actor, was the hit of 
Gottlieb’s national distributor sales meeting. 
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the service man. 

The new system, according to 
Gottlieb officials, is energy efficient as 
well—it uses only 60 volts of power 
in its blue Futuba displays. And it’s 
possible to skip the _ fifteen-step 
bookkeeping and go directly to the 
self-est features by pushing a switch. 

Finally, the new Star Series 80 line 
of Gottlieb games provides for 
several optional features, including a 
triple coin chute to accommodate 
dollar coinage, a non-resettable coin 
counter, and a tape printout unit for 
income totaling. 

The morning session ended with 
the unveiling of the first new game in 
the Star Series 80 line, Spider-Man. 
To dramatize the presentation, a 
professional actor in a_ brilliantly 
colored Spider-Man costume leaping 
on the stage. After announcing a 
distributor pinball contest to be held 
at the end of the show, he led the 
distributors to the back of the 


ballroom where a bank of ten new 
games was ready for demonsration. 

At the conclusion of the product 
presentation, all Gottlieb distributors, 
including the ladies, participated in a 
pinball tournament which was won 
by a crack team composed of Frank 
Ash of Active Amusement, Al 
Rodstein of Banner Specialty, Bob 
Nims of A. M. A. Distributors and 
AMOA president, and John Hill of 
Empire Distributing in Grand Rapids. 

A distributor banquet concluded 
the ceremony, hosted by Judd 
Weinberg, Gottlieb president, and 
Alvin Gottlieb. Weinberg spoke 
enthusiastically of the company’s 
preparation for the ’80s, “the third 
golden age of pinball and the greatest 
decade in Gottlieb history.” He 
pointed out that the American 
consumer will be staying closer to 
home in seeking his entertainment. 
Each Gottlieb distributor was presen- 
ted with a brass plaque as a token of 


appreciation at the end of the day’s 
gathering. The evening’s entertain- 
ment, however, still was ahead. 
Silver cups were presented by the 
company to a_ select group of 
distributors whose association with 
Gottlieb has extended over a period 
of 25 years or more. Included were 
Joseph Ash, Active Amusement 
Machine Co.; Albert Rodstein, Ban- 
ner Specialty Co.; Al Toranto, 
Birmingham Vending Co.; Ronald 
A. Gold, Cleveland Coin Interna- 
tional; C.A. Culp, Culp Distributing 
Co.; Morton Hyatt, Joel Smeyne, 
General Vending Sales Corp.; 
Hymie Zorinski, H. Z. Vending & 
Sales Co.; Stephen E. Lieberman, 
Lieberman Music Co.; Pierre Laniel, 
Laniel Automatic Machine Co., Inc.; 
Marion M. Mitchell, Morris Novelty 
Co., Inc.; Chuck Arnold, Rowe 
International, Inc.: Ron Rood, 
Southern Music Dist.; Abe Susman, 
State Music Distributors, Inc. 


Stern donated eight pins for Olympics 


Stern Electronics, Inc., Chicago, 
has donated eight new pinball games 
to New York artist Phil Simkin, 
creator of a 125-foot-long “partici- 
patory”’ sculpture commisioned by 
the National Fine Arts Committee for 
the Lake Placid Olympic Games. 


Titled “Rosebud I]—Seven Self 
Propelled Earthly Parodies”, the 
sculpture features seven down-filled 
fabric shelters linked together on 
flexible flyer sleds. The metaphoric 
ark, according to Simkin, a tenured 
faculty member at York College of 


the City University of New York, 
speaks humorously to the seven 
psychological and physical stages of 
life. The sculpture will be positioned 
on Lake Placid’s Mirror Lake. 

Eight Stern Meteor and Galaxy 
pinball games will be housed in the 
ark’s center pavilion. The games 
were custom-modified by Stern en- 
gineers for play during prolonged 
exposure to below-freezing tempera- 
tures. Weather-proofing included 
loading the games with moisture 
absorbing material, spraying com- 
ponents with silicon and plasticizing 


electronic boards. The games feature 
coated plungers. Earlier this year, 
Stern tested the machines at 
temperatures of more than 25 
degrees below zero in an ice cream 
freezer in Chicago. 

Stern Electronics, Inc. is one of the 
major manufacturers of solid-state 
coin-operated amusement machines 
in the world today. Stern is the only 
privately-held company among 
major manufacturers in the pinball 
industry and one of the few that 
produces its own components and 
boards. 


EXPORTING ? Tokens are The Answer! 


DEBERSIONES 


GALAXIA 
kk * 


Do you want to operate a Pinball Game on 34 Krupecs? 
62 Cruzerios? 29 Francs? 4, 350 Lira?. . .Tokens are the 
answer. Coin Acceptors and Slide Chutes are easily ad- 
justed for Token Operation. Bill Changers can be quickly 
modified for virtually any size Token, and the number of 
Tokens dispensed can be set for any quantity. 


It is important to allow a margin of size difference from 
the coins in use in any country, to prevent slugging. Pro- 


viding the proper Token is selected, Coin Mechs can be 
set to eliminate slugging completely. 

If you are exporting new or used equipment, you owe it 
to yourself and to your customers to consider Tokens and 
all of the advantages they offer. 

Catalogue and assorted samples are available on request. 
Phone (606) 255-5990, or write Van Brook of Lexington, 
Inc., P.O. Box 5044, Lexington, Ky. 40555. 
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Marofske to head Midway, 
four others promoted 


David Marofske has been named 
president of Midway Manufacturing 
Co. of Franklin “Park, Illinois, a 
wholly owned subsidiary of Bally 
Manufacturing | Corporation of 
Chicago. 

Marofske, a twenty-year Midway 
veteran who served as vice president 
of manufacturing since 1972, 
succeeds President Marcine 
Wolverton, one of the founders of 
the coin-operated electronics games 
manufacturing firm. 

Upon assuming his new post, 
Marofske announced the formation 
of an executive committee and 
named officers to serve on_ that 
committee. 

Dr. Martin Keane, ( Ph.D., Engin- 
eering,) associated with Midway 
since 1976, joins the executive 
committee and continues in_ his 
capacity as vice president of 
engineering. 

Paul Vesper, another twenty-year 
Midway veteran most recently in 
charge of the printed circuit depart- 
ment and_ electronic component 
division, was promoted to vice 
president of manufacturing. 

Stanley Jarocki, who has been 
Midway’s director of marketing since 
1977, was promoted to vice presi- 
dent of marketing. 

Jack Hartman, who served as 
Midway treasurer since joining the 
firm in 1978, was promoted to vice 
president of finance. 

Both Henry Ross and Marcine 
Wolverton, co-founders of the com- 
pany, will participate in policy 
matters assisting the executive 
committee. 

In announcing the newly formed 
executive committee, Marofske said, 
“Midway's. sales volume nearly 
tripled during the past three years, 
enhancing the company’s position as 
one of the leaders in the coin- 
operated amusement industry. Yet, 
we are just entering our greatest 
period of growth, and the executive 
committee will provide a _ formal 
structure for helping us realize our 
full potential in an expnding market.” 

Marofske explained that his 
optimistic outlook was based on 
Midway's proven. capability, as 
demonstrated by the company’s 
recent success with the Space 
Invaders electronic game. Since 
introduction in November of 1978, 
the computerized game has sold 
more than 40,000 units worldwide, 
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making it the most successful amuse- 
ment arcade game of all time. He 
further stated that sales projections 
indicated continued demand for the 
game through the foreseeable future. 

Midway currently employs over 
1,000 persons and undertakes de- 


Irving Kaye and Company’s Bill Currier, left, 
Distributing’s Rick Kirby are pictured here with the specially 


sign and manufacturing functions at 
two Franklin Park plants totalling 
nearly 250,000 square feet. 

Midway Manufacturing Co., 


formed in 1958, became a wholly- 
owned subsidiary of Bally Manufac- 
turing Corporation in 1969. 


and Bally Northeast 
produced 


model of Silver Shadow, manufactured specially for play in the athelete’s 
arcade at the Lake Placid Olympic Village. The competition among the 


athletes was conducted on Bally pinballs 


, Midway videos and Irving Kaye 


foodball tables. Bally Northeast in Boston coordinated arrangements on 


the distributor level. 
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MUSIC PROGRAMMING 


ef an 


Slim pickin’s-- for now 


I got an urgent call from Vicki at 
the PLAY METER office telling me it 
was deadline time again: ‘Pat, 
where’s your music review?” 

‘“Omagod,” I said. It’s not that | 
was being negligent. Far be it from 
me to overlook my literary obliga- 
tions. The poop is...( whispered)... 
there just isn’t as much musical 
product being tossed upon the 
buying public! 

Is it because there isn’t any buying 
going on? Could be—but I think 
there’s more to it than that. I’m told 
by local record promoters that the big 
companies are gearing up for a big 
onslaught in the spring/summer of 
new music from their “superstars” 
(Wings, Dylan, Bee Gees, etc.). 
What is being offered up in the 
meantime is “first time around 
artists’ —the raw, new talent looking 
for some breaks. 

I'm not condemning - struggling 
young artists, but I believe the lull 
could be made a little more tolerable. 
So, what follows is what I've 
got...and that’s all you’re gonna get. 


WHAT I LIKE ABOUT YOU— The 
Romantics— Nemperor Records ZS9 
foe? 

A perfect example right off the bat. 
This is a newcomer group that’s 
good. They’re from the mid-West, 
with a built-in following there. In my 
opinion, this isn’t the best cut from 
their debut album, but is is very 
representative of that Ip. The 
Romantics are rockin’—and_ they 
conjure up thoughts of the famous 
and the obscure groups of the 
Sixties. This one is a New Wave rock 


r 
gh By Pat Matthews 


WQUE New Orieans 


n’ roll at its finest: plenty of rhythm 
guitar, a good beat, and senseless, 
mundane lyrical content. Try a seven 
out of ten and take an aspirin after 
two listenings. 


SPECIAL LADY—RKay, Goodman, 
& Brown—Polydor PD 2033 

This is the side without the 
opening “Rap”, a sure R&B classic. 
An automatic “female record.” The 
vocals and the orchestral arrange- 
ment is very reminiscent of the 
Stylistics—and, hey, that’s good. 
Check this one out. It’s an automatic 
winner which is receiving a lot of 
attention in radio and getting a big 
push from the record company. Nine 
out of ten average in R&B, Top 40 
and Easy Listening categories. 


WHITE RHYTHM AND BLUES— 
J. D. Souther—Columbia 1-11196 

Now that JD has. established 
himself as a singer, it should be 
evident this guy is here to stay. This 
tune, written by Souther a few years 
back and recorded by Linda Ron- 
stadt on one of her many albums, is a 
dreamy ballad of love with excellent 
lyrical imagery. It’s a pretty song, 
sure to be a big hit on Top 40, Easy 
Listening and Country charts. You 
can even dance close together to it. 
Nine out of ten or better. JD is 
picking up where The Eagles left off 
when they resorted to more of a rock 
sound. 


BRASS IN POCKET (PM 
SPECIAL)—Pretenders—Sire SRE 
49181 


This song has hit the top of the 
charts in England and should do well 
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stateside. It’s different—I have to say 
that. Bass guitar leads the way for the 
ultra seductive lead vocals. The lady 
has quite a voice and a way with 
words (“...’m gonna use my 
legs...I’m gonna use my fingers....”). 
It ends on an old Searchers’ augmen- 
ted chord, too! I like it Eight out of 
ten. 


COME BACK— J. Geils—EMI 8032 
After a long association with 
Atlantic Records, J. Geils has a label 
change for one of the more popular 
live concert attractions of our time. 
There’s even a slight change in 
musical direction. There’s a definite 
disco feel here and that does make it 
hard to believe it’s J. Geils. The 
vocals are fairly familiar and the 
guitar riffs seem almost deja-vuish, 
but the overall feel is certainly 
refreshing, if nothing else. This could 
be their chance at a “comeback”’, if 
you will. Seven out of ten, maybe. 


EVEN IT UP—Heart— Epic 9-50847 

It’s been so long a lot of people 
may have forgotten. However, | 
could never forget Ann and Nancy 
Wilson. This one, long overdue, is 
from asoon to be released Ip entitled 
“Bebe Le Strange” —it certainly is. 
Hmmmm? At any rate, it’s a return to 
the rocking Heart we’ve grown to 
know and love. There’s even—get 
this—a horn section. “Even It Up” is 
a throwback to old Rolling Stones— 
circa “Sticky Fingers’ except there 
are female vocals. It worked for the 
Stones in the early Seventies. Can it 
work for Heart in the newborn ’80s? | 
say yes. Watch this one go. Nine out 
of ten at least. 


The records are rated as follows: 10 out of 10 = Top 10 peak; 9 out of 10 = Top 20 peak; 8 out of 10 = Top 


30 peak; 7 out of 10 = Top 40 peak; 5 or 6 out of 10 = Somewhere in Top 100; 4 or less = Forget it, loser, 
break in half. 
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PLAY METER HOT STUFF 


DO THAT TO ME ONE MORE TIME—CAPTAIN AND TENNILLE— 
Casablanca 

COWARD OF THE COUNTY —KENNY ROGERS— United Artists* *” 
ROCK WITH YOU— MICHAEL JACKSON— Epic* ** 

CRAZY LITTLE THING CALLED LOVE— QUEEN — Elektra * * * 
CRUISIN —SMOKEY ROBINSON— Tamla 

THIS IS IT—KENNY LOGGINS—Columbia* ** 

DON’T DO ME LIKE THAT—TOM PETTY & THE HEARTBREAKERS 
—Backstreet/ MCA 

SARA—FLEETWOOD MAC—Warner Brothers 

ROMEO’S TUNE— STEVE FORBERT—Nemperor* ** 

DEJA VU— DIONNE WARWICK — Arista * * * 

ON THE RADIO— DONNA SUMMER ~— Casablanca 

LONGER— DAN FOGELBERG—Full Moon/Epic 

FOOL IN THE RAIN—LED ZEPPELIN—Swan Song*** 

SEPTEMBER MORN—NEIL DIAMOND — Columbia* * * 

DESIRE— ANDY GIBB—RSO 

THE SECOND TIME AROUND— SHALAMAR~— Solar 

WORKING MY WAY BACK TO YOU— SPINNERS — Atlantic ** * 
WONDERLAND— COMMODORES — Motown* ** 

WHEN I WANTED YOU— BARRY MANILOW —Arista* * * 
99—TOTO—Columbia 

HIM— RUPERT HOLMES—MCA*** 

I CANT HELP MYSELF— BONNIE POINTER—Motown*** 

TOO HOT—KOOL & THE GANG—De-Lite* ** 

REFUGEE—TOM PETTY & THE HEARTBREAKERS—Backstreet/ 
MCA 

ANOTHER BRICK IN THE WALL PART2— PINK FLOYD— 
Columbia* * * 


LOST HER IN THE SUN—JOHN STEWART—RSO 


PLAY METER FQONKIFIED 


ROCK WITH YOU— MICHAEL JACKSON— Epic* ** 

THE SECOND TIME AROUND—SHALAMAR — Solar 

I SHOULDA LOVED YA—NARADA MICHAEL WALDEN-— Atlantic 
GOT TO LOVE SOMEBODY — SISTER SLEDGE— Cotillion 
TOO HOT—KOOL & THE GANG—De-Lite* ** 

BAD TIMES— TAVARES — Capitol 

WHAT I WOULDN'T DO— ANGELA BOFILL—Arista/ GRP 
AND THE BEAT GOES ON— THE WHISPERS — Solar 

THIS IS IT—KENNY LOGGINS—Columbia* * * 

PRAYIN —HAROLD MELVIN & THE BLUENOTES— Source 
DON’T TAKE IT AWAY —WAR—MCA 

I PLEDGE MY LOVE—PEACHES AND HERB—Polydor 


PLAY METER PICKIN’ & GRINNIN’ 


LEAVING LOUISIANA IN BROAD DAYLIGHT—THE OAK RIDGE 

BOYS—MCA 

YEARS— BARBARA MANDRELL—MCA 

ae COMING BACK FOR MORE—T. G. SHEPPARD—Warner/ 
ur 

BLUE HEARTACHE— GAIL DAVIES— Warner Brothers 

DAYDREAM BELIEVER— ANNE MURRAY — Capitol 

BACK TO BACK— JEANNE PRUETT—IBC 

Her darcerrey HAVE ALWAYS BEEN COWBOYS— WILLIE NELSON 
olumbia 

I AINT LIVING LONG LIKE THIS—WAYLON JENNINGS—RCA 

COME TO MY LOVE—CRISTY LANE — United Artists 

LYING TIME AGAIN— MELL TILLIS—Elektra 

WHY DON’T YOU SPEND THE NIGHT—RONNIE MILSAP—RCA 

LOVE ME OVER AGAIN—DON WILLIAMS—MCA 


*" "denotes records previously reviewed by PLAY METER 
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‘““THOROBRED”’ 
DERBY 


a horse 
action game 


See this and other 
exciting video games 
at the Amusement 
Operators Expo 


| 
Hi | 


ORDER IT NOW! 


GAME-A-TRON INC. 


931 W. Main St. 
New Britain, CT 06050 


203-223-2760 
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Establishing company 
goals and maintaining 


Editor’s Note: Charles C. Ross, an 
instructor in the department of 
finance and economics from South- 
west Texas State University, will be a 
speaker in the upcoming PLAY 
METER Amusement  Operator’s 
Expo slated for March 20-22 in New 


Orleans. 


Far too often a company prospers 
not because of the owners and 
managers, but, in spite of the owners 
and managers. Management has 
haphazardly plodded along, falling 
into most opportunities as if they 
were hidden trap doors. 

We have also seen companies 
which seem to bloom and prosper 
and suffer from the old maxim: 
“Everything they touch turns to 
gold.” In spite of the usual response 
to their success having been due to 
“blind luck,” luck probably had very 
little to do with their achievements. 
The most common reason for the 
success of a business is good 
planning and control by the mana- 
gers. And, often times without even 
knowing it, a firm exercises good 
planning and control. 

All firms have the same number of 
hours in a normal work week and 
what each gets accomplished in that 
time span is largely determined by 
what goals the company wishes to 
achieve. After all, if a company has 
no goals, the employees have no 
reason for working efficiently be- 
cause they don’t know where they 
are going. 


ESTABLISHING 
COMPANY GOALS 


If a company does not have any 


FIGURE | 


Company No. 1 Goal: ———————— PERFORM ALL OF OUR OWN REPAIRS 


Decide who will perform 

the repairs. 
2. Acquire the proper training. 
3. Acquire the proper tools. 


Ranked Activities Needed en ie 
to Accomplish the Goal: 


Schedule the Activities and 
Set Deadlines for Completion: 


Find a repairman by Jan. 15. 

Have him acquire the needed 
knowledge if necessary by 
June 15. 

Acquire all needed tools by 
June 15. 


The activities have been ranked in order in which they must be completed. 
For example you must decide who will perform the repairs before you can 
determine the extent of the training needed. The acquisition of tools may 
not be necessary if you decide on a person outside your firm who may possess 
all tools needed. The deadlines set could be greatly effected by the person 


chosen for the job. For example a trained repairman may need no training 


or tools which wouldallow completion by January 15 for all three needed 


activities. Don't hesitate to readjust your deadlines so long as you feel 


it is justified. 
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By Charles C. Ross 


them-- the key to 


a successful operation 


desired formal goals the lack of these 
goals can be the root of many of their 
management problems. For 
example, you may not feel you are 
getting your money’s worth out of an 
employee. You must remember that 
he probably does not know where 
the company is heading—so he has 
no incentive to do more work. Lack 
of goals, in fact, may be the reason 
he seems to float around propelled 
by a hot cup of coffee. 


One of the best ways to set 
company goals is to have a meeting 
of the key managers just for the 
purpose of establishing company 
goals. The meeting should be 
conducted as a timed brainstorming 
session. Your intentions for the 
meeting should be announced sever- 
al days in advance to allow the 
participants time to be thinking about 
what they perceive the company’s 
goals to be. 

Mount a large easel pad on the 
wall with GOALS written at the top 
and pose the question: “What do 
you think the company’s long-term 
goals should be?” Write responses so 
everyone can see them. Push them, 
make everybody participate. Force 
them to give a goal no matter how 
ridiculous ( “Put pinball machines on 
the moon.”) or vague (“Get 
bigger.”) the goals may seem. Above 
all, do not inhibit thoughts and do 
not analyze suggestions at this time. 


Once you feel you have a fairly 
comprehensive list of company 
goals, ask your managers to rank 
the goals in open discussion. If a 
conflict arises over a goal’s ranking, 
ask them to decide which goal is the 
most important to the company at 
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FIGURE 2 


GOALS 


RANKED ACTIVITIES 
TO ACCOMPLISH GOAL 


SCHEDULE THE ACTIVITIES 
AND SET DEADLINES 
FOR COMPLETION 


PERFORM ACTIVITIES 
AS SCHEDULED 


PERIODIC REVIEW AND 
PROGRESS REPORT 


The achievement of goals can be easy if you first decide on your goals 


and then follow this simple sequence for their completion. 
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‘‘Nothing is more frustrating... 
than to have an unrealistic time constraint’”’ 


this time. 

The key to resolving a conflict is 
“at this time.” What may be a priority 
today may not be a priority in six 
months. Another way to settle goal 
disputes is for you to tell the 
managers which goal you feel is the 
most important to the company at 
this time. 


ACTIVITIES TO ACCOMPLISH 
THE COMPANY GOALS 


You now have a prioritized list 
of your company’s goals. Write down 
one of the long-term goals on a new 
sheet on the easel pad. Continue 
your brainstorming session, asking 
the question, “What must happen for 


us to accomplish that long-term 
goal?” List all the required actions 
which must take place before your 
goal can be achieved. 

Now rank the activities in the order 
in which they must occur to 
accomplish your objective. See 
Figure 1 for asimple example of how 
your goal of performing all your 
amusement game repairs may be 
accomplished. 

While Figure 1 is a_ simple 
example, it illustrates the point. The 
ranked activities must be accom- 
plished in order for the goal to be 
accomplished. Achieving the activi- 
ties in order is similar to building a 
house. You would not build the roof 
before you had a foundation or the 


FIGURE 3 


LONG-TERM GOALS ——————— INTERMED I ATE- TERM _ SHORT - TERM 


GOALS 


GOALS 


RANKED ACTIVITIES 10 
ACCOMPLISH GOAL 


SCHEDULE THE ACTIVITIES 
AND SET DEADLINES 
FOR COMPLETION 


PERFORM ACTIVITIES 
AS SCHEDULED 


PERIODIC REVIEW AND 
PROGRESS REPORT 


GOAL ACHIEVEMENT 


These procedures apply to all company goals. 


into intermediate-term and short-term goals. 


Long-term goals can be broken down 


The completion of short-term goals 


lead to the accomplishment of intermediate-term goals which lead to the completion 


of your long-term goals. These same goal achieving strategies can also be applied 


to your personal goals as well as your company's goals. 


walls. While all are very important to 
the completion of the project, they 
must be achieved in proper 
sequence. 


SCHEDULING THE ACTIVITIES 


One of the biggest aids in 
accomplishing a goal is scheduling 
the activities needed to be completed 
and set deadlines for their comple- 
tion. Now you not only have 
direction but you have a time frame 
in which to work. A project will 
almost always be completed sooner if 
there is a deadline for its completion. 

The deadlines for achieving your 
company goal is best set by the 
people who are going to be 
responsible for the completion of the 
various tasks. You should monitor 
the deadlines they set to make sure 
they are realistic. Often times a 
person will underestimate the time 
required for the completion of a task 
which will lead to discontentment. 


PERFORM THE ACTIVITIES 
AS SCHEDULED 


Once the project is underway, 
you may find that the activities have 
been placed in the wrong order in 
which they need to be completed. 
You should not hesitate to rearrange 
the order of the scheduled activities. 
Rearranging the scheduled activities 
is one of the reasons for a periodic 
review and progress report. 


PERIODIC REVIEW 
AND PROGRESS REPORT 


The final key to achieving the 
goal is the periodic review of the 
progress made toward the goal. A 
periodic review is good to insure that 
the whole program stays on track 
and on time. It also allows difficulties 
encountered to be reviewed by the 
whole group in charge of the project 
or the achievement of the goal. 

In the review time, schedules can 
also be discussed and revised as 
needed. Unnecessary time delays 
should not be tolerated, but remem- 
ber that nothing is more frustrating to 
a project’s participants than to have 
an unrealistic time constraint. 

Since we are concerned with a 
return on our investments, don’t 
overlook getting a good return on 
your time investments. These simple 
steps for the accomplishment of a 
goal will help you maximize the 
return on your time investments as 
well as motivate your employees. 
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international 


Crowds pack ATE 


For the first time in years, the 
grandfather of international trade 
shows, London’s annual Amuse- 
ment Trades Exhibition (ATE), came 
off without a hitch. Blessed with 
unseasonably good weather—you'll 
remember the ATE is usually cursed 
with blizzard conditions—the 1980 
ATE Show went on to break all 
existing records. 

The opening day of the show, for 
instance, saw a long line in excess of 
1,000 visitors waiting to get in. And, 
by noon of the first day, the exhibit 
area looked like Times Square on 
New Year’s Eve. 

Inside, the aisles and stands were 
jammed with people standing shoul- 
der to shoulder. There were, in fact, 
so many attending the show that the 
organizers refused to let out the 
actual number of attendees. Why the 
closed-mouth stance? The _ total 
attendance figure far exceeded the 
maximum limit allowed by local fire 
authorities. 

Accordingly, the ATE exhibitor 
list grew to a record 156. 

As always, the site for the show 
was the infamous Alexandra Palace 
(an edifice that undoubtedly would 
have inspired Edgar Allen Poe, 
author of “The Fall of the House of 
Usher” and who is quoted elsewhere 
in this issue, to createssome diabolical 
happening for this perfectly dreary 
setting). 

Virtually all of the 81,000 square 
feet of exhibit space was taken, 
including a healthy overseas repre- 
sentation. But, as is the custom, most 
of the latest equipment from the 
United States and Japan was shown 
on the stands of the various British 
distributing firms that were exhibiting. 
And, as is often the case at the ATE, 
it was not uncommon to find the 
same games on several different 
stands. 

Besides the usual amount of 
gaming machines on display at the 
ATE, there was an_ increasing 
number of video games seen this 
year—with a glut of cocktail tables. 
Virtually every stand featuring 
machines, in fact, showed a wide 
assortment of both sitdown and 
upright video games. 

And, in many cases, the games 
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By Raiph C. Lally Il 


were exactly the same, only the 
names were different. This was 
especially evident with Namco/Mid- 
way’s Galaxians. One _ distraught 
visitor reported that he personally 
counted fifteen copies of that game. 
Obviously, there’s been a lot of 
reverse engineering going on since 


the AMOA Show. 
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The large number of copies raises 
the serious question: Could - the 
world market for Galaxians (the 
supposed successor to Space Inva- 
ders) be vastly diluted? Along these 
lines, some predict that a price war of 
sorts might ensue, leaving the larger 
manufacturers holding the bag. But 
exhibitors at Namco and Midway 
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Alexandra Palace is undergoing a renovation. It'll mean expanded exhibit 
space, of course; but also a 200-room hotel is to be built on-site. 


There's no telling how many people jammed into the show. It exceeded 
safety standards; so organizers didn't release figures. 
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ATE regulars from the R.H. Belam Company booth. It’s 
one of the few U.S. firms that exhibits at the ATE. 


countered that the smart operators 
will stay away from the lower-priced 
rip-offs because of a fear that they 
probably won’t get the service 
backup on the games once they put 
them out in the field. 

So although the 1980 ATE Show 
may be remembered by some for its 
good weather, record-breaking 
crowds and sales figures—it will not 
go down in history as the launching 
pad for new and innovative games 
but rather as a marketplace for these 
rip-off games. 

Two other popular games from 
the recent AMOA Show were not 
ripped off, however, and_ they 
showed up very well in London. 
Ataris Asteroids and Cinematronics’ 
Tailgunner attracted a lot of attention 
and were two of the top selling 
games at the show. Thanks to their 
sophisticated vector-type monitor 
systems, both games made it to the 
London show without being copied 
by other manufacturers. 


And this suggests a_ possible 


solution to the copycat problem: If 
the games are made more sophistica- 
ted and complex, from a design 
standpoint, perhaps that would dis- 
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On the Bell-Fruit stand with Galaxians are [left to right] 
Alan Poulton, Masaya Nakamura, Dr. Pilkington, H. 


courage others from copying them. 
Surely, given the prevailing tempera- 
ment at the show, if it had not been 
for Cinematronics’ vectorbeam sys- 
tem and Atari's rastor scanner 
system, both Asteroids and Tailgun- 
ner would have also had a large 
number of imposters to contend 
with. 

With but a few exceptions, most of 
the new games shown at the ATE 
were making their second appear- 
ance publicly, their first being several 
months ago at the AMOA Show. 

Among the games on display for 
the first time, however, was a new 
pingame from Gottlieb called Spider 
Man. It features a larger playfield and 
a new electronics system called 
“System 80.” This new four-player 
game is the first of a new series of 
products from Gottlieb to be known 
as the “Star Series 80.” The 
unlimited capability of this new 
electronics system, Gottlieb officials 
say, will enable them to produce 
some dynamic and_ revolutionary 
game concepts during the coming 
year. This could well mark the 
turning point for one of the world’s 
most famous pinball manufacturers. 
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Arcade operator Hank Grant and Exidy’s Lila Zinter 
beam over the sitdown video game, Tailgunner 2. 


Without question, the most popu- 
lar driving game at the show was 
Sega/Gremlin’s Monaco GP. People 
were literally standing in line the first 
two days of the show to play it. Other 
games receiving a good amount of 
attention were Midway's Deluxe 
Space Invaders, Ataris Lunar 
Lander, Universal’s Cosmic Gueril- 
las, Nintendo/Exidy’s Sheriff/Bandi- 
to, and Namco’s Zero In. 

Finally, we were informed that the 
Alexandra Palace, the dilapidated 
home of the event, will undergo 
extensive redevelopment. A $20 
million grant was approved for 
redevelopment work which is sche- 
duled to begin this April and to be 
completed in 1984. 

According to the redevelopment 
plans, after the 1982 show, the Great 
Hall will have a new floor built and a 
new heating system installed. By 
1983, a completely new structure will 
be built which will be called the East 
Exhibition Hall and which will be an 
exact duplicate of the West Hall. 
That alone will provide another 


40,000 square feet of space. By 
1985, the total exhibition area is 
expected to be up to 191,000 square 


Sega's sesational driving game, Monaco GP, had people 
standing in line for two days at the ATE. 
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‘The ATE...will not go down in history as the launching pad for 
new games but rather as a marketplace for rip-off games.’ 


feet. In addition, a 200-room hotel is 
also planned to be built on-site. 

During the reconstruction period, 
the present exhibition area will be 
restricted by about twenty percent. 
This will most likely mean that for the 
next few years overseas exhibitors 
may be denied space in order to 
allow enough space for all the British 
firms which request space for the 
show. 

For the past several years the ATE 
organizers have had to turn down 
some companies wanting to get into 
the show. But, if all goes well, by 
1984 this will not have to be done, 
and the Alexandra Palace should be 
more than able to accomodate all 
who wish to exhibit. 

For those who want to plan in 
advance, the dates for the next ATE 
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Bernie Powers of Bally and Larry have been set for January 27—29. Paul Jacobs, executive vice president 

Berke of Midway with the cocktail And for those who are planning to for Universal USA, and John 

table version of Deluxe Space — exhibit, they had better make their Collinson, director of Electrocoin 

Invaders. plans now because for the next few Automatics stand beside Cosmic 
years, space will definitely be limited. Alien. 


West Germany’s national trade 
association, the UDAI, pleasantly IM A: 
surprised some 6,000 tradesters by - 
staging the most successful IMA 
Show ever. Similar in many respects ei a i h a b itl 5 
to London’s annual ATE Exhibition, Mm o eat ex i i ion 
the IMA Show was comprised 
principally of German manufacturers 
and_ distributors displaying _ their 
wares in very elaborate booths. 

By everyone’s standards, the IMA 
Show, which was held in Frankfurt 
for the first time this year, was a 
model exhibition. The show was 
carried off to near perfection in one 
of the larger halls of Frankfurt’s trade 
fair center. The room was spacious, 
clean, and warm. 

The exhibitors themselves went 
out of their way and spent consider- 
able sums in an effort to make their 
respective booths stand out from the 
rest. For instance, in anticipation of a 
huge turnout and a lot of orders, 
Lowen-Automaten reportedly spent 
in excess of $100,000 in preparation 
for the show. As it turned out, their 
efforts were richly rewarded. 

The end result of all the emphasis 
on the booths was one of the most 
professional looking trade shows 
ever to be seen. 

And the effort proved to pay off 
for everyone involved. For the first 
time ever, the IMA Show could be _ 
called an overwhelming success. From left, Game Plan’s Ken Ander- There were about fifteen different 


er cae ce 


There were a total of 93 different son, Rolf Danielson, Goswin Reich- versions of Namco/Midway’s Galax- 
exhibitions displaying everything ert, Herman Dahlhaus, and Michael ians. The copies came in all sizes, 
from amusement games, jukeboxes, Gsedl with Coney Island. colors, and configurations. 


PLAY METER, March, 1980 61 


‘Much to the exhibitor’s delight, the Germans 
did more than just look. They bought.’ 


German-style wall-mounted gaming 
machines, and vending machines. 
All but two of the exhibitors were 
German firms. Wico Corp. of the 
United States and Polyudum of the 
United Kingdom were the only 
foreign exhibitors although virtually 
every major new piece of equipment 
from the United States and Japan 
was on display in many of the 
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business for the exhibitors. 
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The IMA Show finally established itself with a solid attendance and lots of 


booths. 

Heading the list of most popular 
games at the IMA were games that 
made their debut at the AMOA 
Show. In big demand were Atari's 
Asteriods, Midway’s Galaxians, Cin- 
ematronics’ Tailgunner, and Sega/ 
Gremlin’s super sensational driving 
game, Monaco GP. 

As expected, there was little to 


~ 

Ee 
aie os ' = 
s ous < 


: 3 - 2 > Mae. ‘aan } b/ 
a! ee a mS Aaa, ee hal PR Kea 2 Tres nse ty MPT + 


CAUGHT IN THE PROFIT SQUEEZE? 


... JOIN THE GROWING LIST OF GAME OPERATORS 
WHO USE OUR MONTHLY SERVICE TO INCREASE 
INCOME FROM THEIR CURRENT REVENUE BASE 

... CALL OR WRITE: 
DAVE BERN, PRESIDENT (213) 820-4978 


dabce computer services inc. 
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171520 SAN VICENTE BLVD., SUITE 102 = 


LOS ANGELES, CA. 90049 


offer in the way of new games, but 
for the vast majority of the attendees 
who hailed from Germany and who 
had not attended the AMOA Show, 
most of what they saw was new to 
them. For actually it was the first 
opportunity the German trade had to 
get a first hand look at the equipment 
of the ’80s. And, much to the 
exhibitors’ delight, they did more 
than just look. They bought. 

Unlike America’s AMOA Show, 
the IMA was truly a selling show. 
Since most of the exhibitors were 
distributors who are not confined to 
sell specific territories, operators were 
free to browse around and place 
orders for equipment on the spot. 

The 1980 IMA Show may well 
mark the turning point for a show 
that once garnered little interest. In 
the past, the IMA Show was not an 
annual event. It was held every two 
or three years or so, each time in a 
different city, but never in Frankfurt. 
It was also held late in the year, 
usually in March or April—and 
always long after the ATE Show in 
London. 

Because of its rather late and 
erratic dates, interest in the show has 
always been low, and the equipment 
on display had been seen before 
somewhere else—usually at the 
ATE. So there was never much new 
equipment to display. But a decision 
to move the dates of the show this 
year up earlier (January 17—19) 
apparently made all the difference. 
The attendance figure was better 
than double that of the last IMA 
Show two years ago. And since it 
preceded the ATE extravaganza, it 
stole a lot of the London show’s 
thunder. 

As far as overseas visitors were 
concerned, the move to push the 
date of the show up made it possible 
for them to attend since the shows 
were only nine days apart. 

So this year’s IMA Show was more 
than a sucess. It helped to establish 
that show once and for all. Conse- 
quently, IMA’s organizers decided to 
make it an annual event from now on 
and announced that the tentative 
dates for next years show were 
January 22— 24. Those dates should 
attract an even larger attendance 
since that’s just a few days before the 
ATE Show, which is scheduled for 
January 27—29. Nevertheless, 
indications are that the IMA Show is 
rapidly becoming a major contender 
as an international trade event, 
rivaling the likes of the ATE. 
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“HIT” LIGHTS 
INDICATE WHICH 
ROTO-TARGET 

IS HIT. 


NINE NUMBERS 
LIGHT IN VERTICAL, 
HORIZONTAL AND 
DIAGONAL PATTERNS 


TO MULTIPLY BONUS: 
DIAGONAL = ex 


MULTIPLIER HORIZONTAL = 3X 


UP TO 10X VERTICAL = 4X 
CONTROLLED 4 CORNERS = 5X 
BY GOTTLIEB’S ALL NUMBERS = 10X 


EXCLUSIVE 

ROTO-TARGETS! DOUBLE “SHOOT-AGAIN” 
FEATURE SCORES EXTRA 
BALLS IN TWO AREAS. 


EXCITING 
BONUS 
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By Roger C. Sharpe 


Two of the bigger 


As it stands now, my major 
concern is getting my son to work. 
Here it is, almost two months after 
his birth and you’d think that maybe, 
just maybe, he wouldn’t mind to help 
out the old man. But nooo! I asked 
him to be the guest reviewer. this 
month, hoping that he might want to 
start earning his keep and follow if 
not in his father’s footsteps, at least in 
his fingerprints. But he’d rather just 
lay around getting fed, held, 
pampered—all with no sleep, of 
course. So you'll have to bear with 
me this month, at least until Joshua 
Lucas gets it into his mind to take to 
the typewriter and pinball. 


And, contrary to some specula- 
tion, his crib is not the inside of a 
Sharpshooter pinball machine, al- 
though he has taken a liking to the 
Dolly Parton school of feeding. So 
on to the games at hand, which may 
well be dinosaurs of a bygone era, 
the last of a dying breed as we know 
them. 

I’m talking about wide-body or 
super-size games which should, in all 
likelihood, be changing their form 
before too long. In fact, the Gottlieb 
effort down the road will be reflective 
of the shape closer to what Stern 
unveiled at the AMOA with their Big 
Game. And I’m sure the rest will 
follow suit, only because the 
dimensions and design possibilities 
are going to be so much better. Let’s 
get on, shall we, to two of the 
bigger—in size anyway—games 
around. 


Bally’s FUTURE SPA 


The second supersize biggie from 
the pinball division keeps the ball 


rolling with a bit of this, touch of that 
and some nifty artwork. 

PLAYFIELD: The action begins 
with a lineup of six lanes spread 
across the top ( F-U-T-U-R-E) and 
leads down to a triangular set of 
three thumper bumpers in the middle 
of the field; flanked by a right side 
kick-out hole and roll-over button- 
at-the-top-of-the-arc loop lane. 
Balancing off the action at the left is 
the in-line target setup we've all 
come to love, this time encased in a 
housing similar to that on Dolly 
Parton. Spinners on either side offer 
access back to the top and a center 
target just fronting the bottom 
thumper bumper at mid-field holds 
out the S-P-A. 


The bottom layout has two 
thumper bumpers on the far right 
side and a little opening from rubber 
to the wire lane down to the flipper, 
along with a short rebounding 
rubber. At the left, there’s a far side 
kick-back kicker (a la Eight Ball) 
and three other lanes, one always 
out, one that leads the ball down to 
the flipper when lit and one that 
always leads down to the flipper. 


ANALYSIS: If Future Spa looks 
familiar to you, you may be picking 
up on many of the same play 
characteristics of Eight Ball, such as 
the right side loop area and kick-out 
hole ( the only modification being the 
change from an eight ball target to a 
kick-out hole) and the left side 
kick-back kicker. But even the 
primary shots follow the same right to 
left and left to right pattern. With its 
wide spinner lane areas, the game 
takes on an almost circular tendency 
and, in fact, the spinners reminded 
me a lot of the ones on Atari’s 


Critic’s Corner 


games these days 


Space Riders. 

But the game does have some 
very simplistic play which should 
make it attractive to a great number 
of players out there. All one has to 
do is spell out F-U-T-U-R-E S-P-A. 
Letters are spotted from the kick- 
back kicker, the roll-over loop, the 
in-line targets, the center target, and 
the top lanes, building out-hole 
bonus to increments of 18,000 
points, 36,000 points and special 
values along with a bonus multiplier 
updated to 2X, 4X, and 6X. Point 
total build-ups are also in evidence 
throughout the board, with increas- 
ing values for most of the shots by 
thousands of points on a machine 
that has high scoring possibilities. 

The primary shots for most players 
appear to be the right side loop, the 
in-line targets, and the spinner lanes, 
effectively a four-shot game with not 
too much in the way of reverses from 
either flipper. And with the width of 
the game that has been cut down by 
the lack of any lateral movement in 
the middle of the board generated by 
the player. A nice touch, however, 
has been the addition of some 
background sounds as well as a 
newer system approximating the 
tones that Williams has used so 
successfully. 

GRAPHICS: Apart from the fact 
that the name of the game is the 
same as the name of an adult film 
now making the circuit on video 
cassette, the visuals here are definite- 
ly PG rather than X, with a Bo Derek 
inspired lady in blue on the backglass 
and the futuristic tableau of a Jack 
LaLanne dream. A great effect is the 
name of the game on the backglass 
which utilizes what Bally is calling a 
“prismatic lighting technique” and 


Roger’s Ratings At-A-Glance 


Bally’s FUTURE SPA 


HHL), 


Gottlieb’s ROLLER DISCO 


PLAY METER, March, 1980 


65 


the twinkling impulses truly are 
striking. In fact, the total theme has 
been carried through once again by a 
very talented Paul Faris and stands as 
the strongest point of the machine 
in general. 

PLAY: Future Spa has the 
potential in scoring, as | mentioned 
before, although in essence, it is 
really the build-up of action of an 
Eight Ball, where what you do on 
each succeeding ball is very import- 
ant to the total outcome and, even 
though the bonus multiplier isn’t held 
over the top lanes, the corresponding 
letters are. So think of this game as a 
definite three-ball effort and for 
add-a-ball areas, try a 150,000 point 
start followed by 360,000 and 
600,000 points. With free play you 
should be able to get away with about 
100,000 to 150,000 points with 
more for each limit, depending on 
the caliber of play at your location. 

PROS & CONS: What can you 
say about a machine that is really just 
an update and modification of some 
recent games? After imaginatively 
interweaving features on_ its first 
supersize, Paragon, Bally seems to 
have taken the easy way out 
without really making any inroads 
other than cosmetic changes in 
sound and that prismatic twinkling on 
the backglass. The play is exceeding- 
ly slow because of the impact and 
rebound points on the playfield, 
which are scattered at best. There is 
some play around the top thumper 
bumpers, but the bottom ones really 
only offer “pushes” of action rather 
than “slingshot” power. 

The problem—and the saving 
grace, at the same time—seems to be 
the simplistic play of limited shot 
selection that’s appealing to the 
average player. Still, let’s hope for 
more improvement in the technology 
and the better adaptation of solid- 
state into features and memory/re- 
call. As one operator in New Jersey 
pointed out: “If only they would 
have put some other drop targets, or 
targets on the board...” Judging from 
the number of manufacturers falling 
in the same trap, people now are 
expecting more and receiving less 
than enough. 

In all, Future Spa is a decent 
game—no more and no less. The 
play can be boringly slow and 
predictable, but some people are 
willing to settle for that. 


RATING: ##1% 


Gottlieb’s ROLLER DISCO 


From the inventiveness of Genie 
to this, the folks at Northlake offer 
cosmetics and plenty of width with 
this colorful effort. 

PLAYFIELD: The top of Roller 
Disco features two lanes on the left 
side ( A-B), double gates and roll- 
overs in the middle and two lanes on 
the right ( C-D). A spread of three 
thumper bumpers just below are 
symmetrically designed to offset a 
top left kick-out hole and a top right 
bulls-eye target. At either side are 
two lanes ( one on each side offering 
bonus multiplier when lit), while 
fronting these are drop target banks 
of five targets: on the left ( R-O-LL- 
E-R) and on the right ( D-I-S-C-Q). 

At mid-field is a post and two 
target setups similar to the configura- 
tions on Recel’s Fair Flight. The 
bottom tries to take advantage of the 
width of the board by offering longer 
running lanes down to the double 
flippers, with an outlane double post 
set for nudging possibilities into the 
lower flippers and conventional wire 
forms to the top flippers. A center 
play-more post between the lower 
flippers finishes off the game. 


ANALYSIS: Welcome to the 
expanded world of Jungle Queen 
( Jungle Princess was the two-player) 
a very good game from a few years 
back that Gottlieb had much success 
with. Here it is again, with some 
extra touches due to the wider size of 
the playfield. The game is really wide 
open, causing the play to be better 
right to right and left to left from the 
flippers, rather than laterally. There is 
some play from the bottom kickers 
but again, the increased space causes 
more of an arc motion on the ball. 


Bonus multipliers are presented as 
red roll-over buttons at mid-field and 
are made by going down the lanes 
behind the drop target banks or 
down to the top flippers when lit. 
These are tied into the top lanes 
A-B-C-D, which also control the 
specials and along with the drop 
targets tie into extra ball features. Get 
both banks down and the values 
increase to 5,000 points as well as 
lighting that center double target 
area. Something that Gottlieb hasn’t 
done often enough is evidenced here 
on extra ball play, where the features 
are held over, such as_ bonus 
multiplier values and even _ lit 
specials. 


Bally’s FUTURE SPA 
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GRAPHICS: Well, I guess hot 
pink is eye-catching, but I'll tell you, 
the game looked a helluva lot better 
at the show with those lights around 
it than it does on location, unless you 
have some black light. It seems 
garishly funky. I suppose that I may 
be out of date and step with the 
Roller Boogie phenomena, but blue 
girls? It is, however, very “pinball- 
esque’ and in keeping with the 
majority of Gottlieb games to date— 
at least visually and stylistically. 

PLAY: This is yet another 
three-ball effort and the scoring is 
decent on Roller Disco. So, for extra 
ball territories, try a 150,000 point 
start and follow it with 300,000 and 
500,000 point levels. On free play, 
go up about 100,000 points—at least 
for each limit. 

PROS & CONS: I really liked 
Jungle Queen and thought it was 
one of the better Gottlieb efforts at 
that time, but to update this classic 
and think it could work on an 
expanded field was a miscalculation. 
The play, as is the case with Bally’s 
Future Spa, is exceedingly slow and 
doesn’t even compare with the 
previous Gottlieb wide body, Genie. 

Another problem with the basic 
design and play of the game is 
something this writer has commented 
on before, although in_ limited 
fashion, regarding the flippers on 
this company’s games. | think that 
almost every player out there was 
always willing to admit that the 
Gottlieb flipper was the best one 
around in terms of precision of shots 
and power, but this has all changed 
on the bigger format game. The 
flipper strength, especially on the 
tips, just isn't there to give those 
long cross-over shots the kind of 
power you expect from Gottlieb. The 
stroke and power zone have severely 
diminished and, although the fault 
may. have always been there, wasn’t 
evident in limited space. In fact, an 
engineer once told me that, in fact, 
Gottlieb’s flipper velocity and power 
were weaker than its competitors: to 
which I argued it may be the 
weakest, but it was the best for the 
player in therms of control and 
handling shots throughout any 
conventional playfield. 

But times change. Hopefully, with 
this being the last of the wide-wide 
bodies from Gottlieb (they’ve 
changed over on their next big 
machine), the problem has been 
rectified. Here, however, it becomes 
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self-limiting to the player and causes 
that up and down action of shooting 
for the right side targets with the right 
flippers, and the left side targets with 
the left flippers. Sound effects, and 
some upbeat musical tempo works 
well, although that attract mode still 
scares the hell out of me at an empty 
arcade. The total package just isn’t as 
strong as it could be. But then, 
change is occurring at this company 
and future efforts should reflect the 
incorporation and refinement of a 
new system for this sentimental 


favorite. 
RATING: #7 


Those are two of the biggies in the 
news these days and if nothing else, 
the feeling one is left with is that 
things have to change dramatically 
for pinball to keep on its upward 
spiral. With the New Orleans show 
just around the corner, the surprises 
in store should bode well for 
everyone involved, since some in- 
roads have been taken that should 
shake up the pinball establishment. 

Stern has a real knockout coming 
up that’s a heavyweight unto itself. 
Bally is really hyping some new 
games on tap that should once again 
prove them powerhouses in the field. 
And Gottlieb is going to surprise 
many with their next wide-body or 
oversized game that is looking very 
strong. Williams, too, has a sensa- 
tional machine ready to bow that’s 
going to be their Flash for 1980. The 
list goes on as a brief preview of what 
to be on the lookout for at the 
Amusement Operators Expo and in 
upcoming Critic's Corners. It can 
only get better, and I, for one, will be 
there, quarters in hand, to pass 
approval on the best of the new year. 

In the meantime, keep those 
games in good working order. Talk 
to your players and find out why they 
like or don’t like certain machines. 
Try five-ball play, lower limits or 
some modification to juice up a game 
that may be lagging. There are, after 
all, many variables to the games that 
operators control. 

So, take advantage of the things at 
hand and make your business even 
better. And until next time, with 
spring training fast approaching and 
yet another season of Cubs and 
White Sox’ updates, as always....be 
well and prosper. And hopefully, 
next month, Joshua might be ready 
to take over the controls from these 
feeble fingers. 


Gottlieb’s ROLLER DISCO 
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TECHNICAL TOPICS 


By Zac Oliver 


A review: 


Simplify troubleshooting 
with the pin mechanic’s ‘Bible’: 


A few months ago, PLAY METER 
Magazine published a list of printed 
material available to the person 
interested in the technical aspect of 
this industry. 

One of the books mentioned was 
the first volume of Electronic Pinball 
Electronics for Pinball Mechanics by 
Robert A. Hornick. Hornick’s profes- 
sional background comes in_ part 
from the coin machine industry field 
service. 

Working with distributors, he 
realized the need of knowledge to 
upgrade in the field repair service 
personnel. Aware that basic knowl- 
edge in electronics was required for 
the understanding of the equipment, 
Hornick introduced in the _ first 
volume on electronics everything 
from basic principles to components 
and their application in the circuits of 
pinball machines. The second vol- 
ume would deal with the micropro- 
cessor systems and the individual 
approaches taken by Williams, Gott- 
lieb, and Bally. 

The troubleshooting of any equip- 
ment requires the knowledge of the 
technology applied. For example, in 
the case of electronics and the 
knowledge in the equipment itself, 
you must understand construction 
and operation. 

The first step in troubleshooting 
any powered device is to know the 
existence of the energy source and if 
it fulfills the requirements for proper 
operation of the device. 

Based on such process, volume 
two of Electronic Pinball Electronics 
begins describing and analyzing the 
microprocessor systems from the 
very AC plug in the power cord, up 
to the CPU, and its circuitry. 
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Hornick takes the reader through 
a journey into the solenoid, sound, 
lamp, display, and MPU modules 
while describing components and 
their function in the specific circuits. 
Hornick also supplies additional 


information about the games and the 
way these machines operate. 
Profuse illustrations (again by 
Linn Sellen) and constant references 
to the game construction, to the 
detail of indicating a particular wire 


\SFACE INVADERS” 
CAME BOARD 


1.0 MFD 


25v 


Tant (x6) 


CONNECT THE NEGATIVE. SIDE 
OF THESE THREE CAPS TO GNP 


B CONNECT JUMPERS 
(AS SHOWN ) 
BON REAR SIDE 


How to prevent random garbage and extra credit condition: 
MODIFICATION 
1. All AO84-90700-653-D game boards have three capacitors which are 


not grounded ( RRC Network). 


2. Refer to Figure #1 for the location of 1.O0MF-25V capacitors. 
3. On rear side of game logic board, solder jumper wires from negative 
side of capacitor to ground ( See Figure #1). 


Reprinted with permission of Star Tech Journal, Merchantville, New 


Jersey. 
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OPEN arow St 
ta Gite 


If you are in Ohio, Tennessee or Western Pennsylvania and have not 
seen the Universal “Galaxy Wars” or “Cosmic Guerilla” that you have 
been hearing and reading about—NOTE: The Universal Distributor in 


your ared is: 


NATIONAL DISTRIBUTORS, INC. 
STREETSBORO, OHIO 


For Immediate Demonstration Of 
Any Of The Universal Products 


Cleveland,Canton 
CALL BOB NORRIS (216)626-4924 


Columbus And Area 
CALL DICK GILDER (614)274-4111 


Universal Products: Excellent Quality and Price, Full Service Facilities, 
Parts & Schematics Available, Make Universal Your Next Machine. 
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and its route through connectors, are 
sure to give the reader who is already 
familiar with pinballs unique knowl- 
edge of this type of equipment. 
Instead of an additional trouble- 
shooting list ( Bally service manuals 
are excellent for this) , the text adds to 
the description of circuits and 
troubleshooting hints, which makes 
the reading much more interesting. 
Since there are few publications in 
this industry with the scope of 
Electronic Pinball Electronics, this 
publication is incomparable. A fine 
work, it was first introduced at the 
1979 AMOA Show. The second 


publication, with a few additions, will 
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soon be available through distributors 
around the world. 

I have extracted an excerpt from 
the section covering the Williams 
system describing the RAMS used 
and the function of the interlock 
switch found in the front door of 
Williams late games. 

RAM 

“There are three RAMs used in 
the Williams systems. IC13 and IC16 
are Motorola M6810 128 x 8 NMOS 
RAMs. They have six chip selects 
each and bidirectional data lines. If 
the RAM in an MC6802 is used at 
IC1 in the new board, then IC13 is 
not needed. IC13 and IC16 are 


+5V 
3 
0022 TP3 Ri4 iA 
A7 


O) 
Seo TH+ 
Protect 7400 
interlock : 
switch 


R/W (from transceiver control (page 3-21) 


0K --A13 


VMA‘$5 from ROM decoder (page 3-26) 


connected the same way in both the 
early and new boards. 

“The third RAM is an_ Intel 
P5101L-1 CMOA RAM ( or equiva- 
lent) with a memory capacity of 256 
words by 4 bits. The slower speed 
versions of this part will not work in 
these boards. It is battery backed-up 
and used as bookkeeping memory. 
The 5101 has four data input lines 
and four data output lines. The 
output disable ( OD) pin disables the 
output pins when HIGH. In the old 
board, the R/W line was inverted by 
a 7404 inverter to control OD. 
During a write, the R/W line went 
LOW and OD went HIGH. | 

“The reset circuit pulled CE2 
LOW during power-up and power- 
down. Diode D19 clamped this pin 
to the +5 volt line when power was 
OFF, keeping it LOW. In normal 
power-up conditions, IC12 ANDed 
VMA and Aé8 as part of the address 
decoding circuit. 

‘In the new board, the 7404 
controlling the data bus transceivers 
control the OD pin. The Reset circuit 
controls CE2. Address lines A13, A8& 
and VMA and o2 control CE1 during 
normal power-up’ operation. A 
4071B CMOA OR agate controls the 
R/W line. In order for a write to 
occur, both the R/W and CE] pins 
must be LOW. 

‘The interlock switch in the front 
door is opened whenever the front 
door is open. R14 pulls the 7400 
NAND gate inputs HIGH, which 
causes one of the inputs of the 7408 
AND gate to be pulled LOW. This 
causes the second input to the 
4071B OR gate to be LOW and the 
CMOS RAM can then be written 
into. 

“On the other hand, if the front 
door is closed, the 7400 input is 
LOW, Memory Protect is HIGH and 
if address line A7 goes HIGH, the 
R/W line cannot go LOW. In this 
case, data cannot be overwritten into 
the RAM. Therefore, data can only 
be written into the top half of the 
RAM contents when the front door is 
open, such as when the bookkeeping 
data is being changed by the 
operator. All bookkeeping data 
which is not updated by the machine 
itself is stored in this area.” 


As in the first book, volume two of 
Electronic Pinball Electronics can be 
used as a reference guide, although it 
lacks the index convenience of its 
predecessor. 

Since the original came out of a 
course in the electronic pinball, it can 
also be used as a reference literature 
for seminars and crash courses in this 
type of equipment. It’s definitely a 
welcome addition to the coin ma- 
chine industry library. 
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Video Game Revolution 


(Watch out, Pinball, those videos are getting hot!) 


By Roger C. Sharpe 


A revolution is going on but 
maybe you’re not aware of what’s 
happening. In recent weeks, all the 
signs have shown a dramatic and 
pronounced shift in the likes and 
dislikes of the players that should 
have some profound ramifications on 
the industry. 

By talking with some operators 
’ve found out a remarkable thing: 
business has been increasing ( which 
isn’t news to anyone) but the growth 
isn’t coming from pinball, but rather 
from video games. In fact, this large 
percentage rise in earnings has been 
so startling that many operators are 
starting to think that maybe they 
have room in their location for any 
video game. Those same _ folks, 
however, are exhibiting a bit more 
selection in choosing a_ pinball 
machine. Why the sudden shift—and 
has it really been sudden? 


Well, the answer is probably 
two-fold. The video games are pretty 
good, with machines such as Lunar 
Lander, Space Invaders, Head On, 
Tail Gunner, and Asteroids taking in 
much of the coins being spent. Even 
racing games and other big machine 
items are doing the business while 
their pinball cousins are suffering at 
the turnstiles. 


‘The video surge can be attributed 
to the regaining of players in yet 
another plateau of game develop- 
ment. Compared to the days of Pong 
and the paddle/blip games, today’s 
efforts are truly inventive machines. 
Cosmetics in cabinetry and sounds 
have been enhanced and refined 
along with the further utilization of 
the available technology far surpas- 
sing the treading-in-water posture 
pinball has taken. After all, the 
changes in pinball aren’t always that 
apparent—how many people still 
think something is wrong with the 
drop targets when they play some 
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machines with memory? 

But video has been able to expand 
and capitalize on the fact that only a 
few games have been responsible for 
the growth. The expected knock- 
offs and imitators haven’t deterred 
players and locations from doubling, 
tripling, and even quadrupling up on 
the hot action, whereas with pinball 
you're lucky to find two of the same 
model in any location. There must be 
a reason, and seemingly it might be 
very obvious. 

Pinball hasn’t taken advantage yet 
of the vistas opened by solid-state 
technology. It’s something that I’ve 
harped on before, but really, when 
you're talking cashbox, the concern 
becomes something more than mere 
words of warning. It’s the players 
who are deciding where to put their 
coins and the rearrangement of 
features on a pinball machine—new 
sounds and brighter colors—aren’t 
enough of a ticket for them to pop a 
quarter. The competition has be- 
come fierce, and more importantly, 
it’s the pinball people who are 
suddenly turning their attention to 
the video games. They’re bored by 
the pinballs of today and would 
rather do a few simple controls on a 
television panel, instead of hit the 
same old stuff on a playfield. The 
magic is gone and it’s sad to see the 
moodswing in location after location. 
Sad, at least, for a pinball fan. 

What does the immediate future 
portend? Much of the same. The 
prognosis for pinball is very much a 
foregone conclusion until the manu- 
facturers innovate in more startling 
ways in order to combat the trend of 
video. Rather than being comple- 
mentary items in any location, the 
likelihood of walking into a location 
and seeing only a _ few pinball 
machines sandwiched between rows 
and rows of video games is getting 
closer to reality. 


The initial efforts of pinball 
producers in this decade has been to 
pull back, if anything. No one is 
really ready, willing, or able to break 
away to try a different approach to 
the next generation of pinball. The 
industry is still reactive rather than 
active—not a tactic that ensures 
long-term survival, you'll probably 
agree. 

Back in previous decades, the 
playing public was more willing to 
bide its time and play new games 
only because the alternatives were so 
limited in any given gameroom. But 
now the emphasis has changed and 
the manufacturers feel the pinch 
when it comes to pinball because the 
figures aren't holding up week after 
week, nor are they peaking at the 
higher dollar figures they once hit. 
The problem has become one of 
complacency on just about every- 
one’s part, but now the extra 
expense of research and develop- 
ment needed to find newer ways to 
appeal to the pinball public seems the 
only way out. 


And now we’re facing a transition 
phase in the pinball industry. Just 
look at the majors’ games to see 
where their heads are at. Each has 
its own unique yet interrelated 
problems and the solutions appear so 
easy—but of course, they’re not. 


With all this going on, | find it 
comical that some distributors and 
operators think they’re dealing from 
strength with pinball when they price 
their games higher. Earnings will 
boost, this mistaken line of reasoning 
goes. But the three games for a dollar 
bit just isn’t going to work, nor will 
fifty cent play for a three-ball—nor a 
five-ball game. No game is strong 
enough in the market now to 
substantiate that kind of money. And 
the ultimate ruin of pinball will be if 
its value of entertainment is over- 
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priced. After all, even a_ pinball 
fanatic like myself, given the choice 
of playing a Galaxian or Monaco 
driving game versus some of the pins 
on the market, might just pop that 
last quarter for the visual escape and 
excitement of a good video game. 

Pinball has fallen on hard times 
and even with some of the games 
coming up ( mentioned this month in 
Critic's Corner) there’s just not 
enough there to slow the video game 
momentum. The solution lies in 
long-range action to get to the heart 
of what pinball should be doing—and 
isn’t. 

I’m not talking about the abandon- 
ment of sound playfield principles, 
but rather a melding of cosmetics 
( which has been rather important in 
recent games) and a further develop- 
ment of the potentialities of electronic 
technology. Memory drop targets are 
just the beginning and, of course, 
playfield designs must be more 
sophisticated. The arrangement of 
features on the field just won’t work 
any more. 

This waning of pinball really 
indicates a greater disease plaguing 
the steel ball sector of the industry— 
the mechanical problems must be 
changed over quickly. Inadequate 
flippers no longer can be tolerated, 
nor can the non-functioning of 
certain features, or the lack of 


integrated build up of play on the 
field with memory and recall. The old 
one-player doctrine of action must be 
solidly enforced with more chal- 
lenges to the player. 

A selection of six to eight or even 
ten shots on the field isn’t enough. 
The complexity of game play must 
increase to get the player more 
involved with the game and further 
strengthen the idea that he’s getting 
his money’s worth. 

As it stands now, the only strides 
are being taken in changing over the 
wide-body size to something more 
rationally suited to pinball design, 
along with the further utilization of 
flashing lights, displays, and continu- 
ous sound. But these are really only 
stop-gap, intermediary issues. More 
thought must be expended on the 
design. The next innovation is going 
to be the savior to pinball, not a 
gimmick haphazardly incorporated 
into the game, reclaimed on another, 
and then forgotten once its cost- 
effectiveness has been reached. 
Players now are just too sophisticated 
—that’s why they’re turning away 
after the first few plays. 

No, what we need is that next 
step, a leaping-off point, whether it 
be memory drop targets, a new 
gizmo that does something never 
before done, or the further adapta- 
tion of the playfield space to supply 


enriched characteristics. More sur- 
prises and novelty, more action and 
updating—thet’s what is needed. 
Let’s stop this rehashing. 

Hopefully, 1980 can be a starting 
point. Unfortunately, the months 
ahead probably will offer much of the 
same, with a few standouts to be 
sure, but knock-offs, unfortunately, 
are a wave of this industry. Look for 
some repackaging. The problem is 
that it just doesn’t work well with 
pinball the way it has with video. It 
can’t—because the balance is just too 
delicate to let it. 

Spring’s upon us, and what we're 
seeing is a firming up of position and 
market share, a_ refinement. of 
existing technology and no real 
breakthroughs. But who knows, the 
year is young and maybe somebody 
out there has something that’s going 
to stand everybody on his ear. 

Next month, from this beginning, 
it’s time to take a look backward and: 
the strides taken in the evolution of 
pinball. This writer will look at pinball 
in review of the’70s, with the 
emphasis on the major machines and 
landmark models by year and 
company; the history of the past ten 
years and the borrowing and 
updating that has occurred with 
pinball.... Hey, anyone have change 
for a quarter? There’s a new video 
game in town I’m just dying to try.... 


MODIFICATION BOOSTS 
“SPACE INVADERS” PROFITS 


YOUR SPACE INVADERS WERE GREAT PROFIT MAKERS. SO GREAT THAT 


ALL THE SPACE INVADERS INSTALLED HAVE ALREADY PAID FOR 


THEMSELVES. BUT, AS YOUR CUSTOMERS BECAME SO FAMILIAR WITH 


THE MACHINE YOUR PROFITS AND COLLECTION DIPPED. 
NOW YOU CAN DRAMATICALLY AND ECONOMICALLY BOOST 


“SPACE INVADERS” PROFITS WITHOUT A HASSLE. IT’S EASY WITH OUR 


NEW “SUPER” SPACE INVADERS MODIFICATION KIT. 


WITH OUR KIT YOU CAN CREATE A FASTER AND MORE CHALLENGING 


GAME IN MINUTES, WITHOUT CHANGING THE PICTURE OR PLAYING 


STYLE. REMEMBER, THE BIGGER THE CHALLENGETO YOUR CUSTOMER, 


THE BIGGER THE COLLECTIONS. IT’S THAT SIMPLE ! 
TRY ONE OF OUR KITS NOW AND YOU'LL SOON 


ON YOUR ROUTE. 


BE ORDERING ONE FOR EVERY SPACE INVADER $149 
NOW 
BUT ORDER NOW, QUANTITIES ARE LIMITED....ONLY 


PLUS $3.00 Shipping and Handling 


YOUR PROFITS ARENT !! 


EACH 


SPARKY ELECTRONICS 
( Div. of Amusement Distributors) 
98-48 Queens Blvd. 
Queens, N.Y. 11374 


"SUPER" S 
ser $1995 
INVADER Eac 


KITS New York Residents: 


Add Appropriate Sales Tax. 


Certified Check Or Money Order Will Allow 
Immediate Delivery 
( Company Check Requires 2 Week Clearance) 


AMUSEMENT DISTRIBUTORS 
98-48 QUEENS BLVD.QUEENS N.Y. 11374 
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‘Ground Shaker’ 


Triple Precision Designed Bonus Features With 2 Ways To Collect Bonus 
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Left and Right Turbo Charged 
Bonus Feature 

Left bonus feature is advanced 
by the A & E lanes and the C 
target. The right bonus feature 
is advanced by B &F lanes 
and the D target. The top 
saucer and left saucer ad- 
vances either left or right 
bonus 3 steps. 


Two Precisely Calibrated Ways 
to Collect Bonus Points. 

The left saucer awards the 
left, right or both bonus points 
upon each ball entry in con- 
junction with top saucer 
feature. When the ball enters 
the outhole the left & right 
bonus points are awarded; the 
Super or Nitro bonus points 
are awarded, and if the double 
lite is on, all points are dou- 
bled. A total of 176,000 points 
is possible on 1 ball! 


Super and Nitro Bonus 
Performance With Memory 
and Recall 

Getting ABCDEF the first time 
awards the Super bonus for 
20,000 points and the second 
time awards the Nitro Bonus 
for 30,000 points. The third 
and each additional time also 
awards special. These bonus 
features operate indepen- 
dently of other bonus features. 


New Winning Super Sound 
System. 

New on-board micro- 
processor sound system 
creates dynamic & exciting 
feature programmed sounds 
never before heard on a 
pinball game. 


Efficient Top Saucer Feature Drop Target Feature. 

The top saucer alternates | =r. « aart 1} @ #=©Awards 5000 points; extra 
between the left and right (Vicorse pf AN | | f we ball, special and replay. 
arrowsfor collectingthe bonus itmss.as | 4 pe a | 
on the left saucer: Every ball 
entry lites the right spinner. 
When both arrows are col- 
lected, it lites the double 
bonus, the outlanes alternating 
for specials and changes the 
value of the saucer to 5000 
points and 3 bonus advances. 


Front Door Programming 
Outlane Special Lite 

3 Coin Chute Door 

3 or 5 Ball Option 


©1979 Bally Manufacturing Corporation 
All Rights Reserved 


PINBALL DIVISION 


90 O'Leary Drive, Bensenville, Illinois 60106, U.S.A. 
Telephone; (312) 860-6400 


The operation of these games and the 
features therein may be subject to various 
state and local laws or regulations. It is not 
intended herein to solicit the sale of such 
games in any jurisdiction wherein the same 
mav not be lawfully sold or operated. PRINTEDIN USA. 


Tax Clinic: 


QUESTION: How are unpaid loans 
to children or friends treated for tax 
purposes? 


ANSWER: A nonbusiness bad debt 
is allowed as a short-term capital loss 
in the year in which the debt became 
worthless. As a short-term capital 
loss the nonbusiness bad debt fs 
subject to limitations for losses and 
will offset short-term capital gains. 

In order to claim a_ short-term 
capital loss for a nonbusiness bad 
debt, you must establish that the debt 
was one arising from a_ true 
debtor-creditor relationship and was 
based upon a valid and_ legally 
enforceable claim. In addition, you 
must establish that you used all 
reasonable efforts to collect the 
unpaid loan, which efforts, however, 
were unsuccessful. 


Treat unpaid loans 
as short term losses 


A gift cannot be the basis for the 
nonbusiness bad debt since there is 
no repayment obligation. In addition, 
if an advance of funds is made with 
the understanding that repayment of 
the advance will be forgiven, the 
advance is considered a gift and not a 
loan. 

The regulations under the present 
Internal Revenue Code provide that 
loans to children are presumed to be 
gifts because of the parent-child 
relationship. The presumption is 
rebuttable, however, and may be 
overcome by you presenting con- 
vincing evidence. For example, 
assume that you made a loan to your 
married son, evidenced by a promis- 
sory note on which he paid you 
interest over several years; however, 
at maturity of the note, your son filed 
personal bankruptcy. Under such 
circumstances, you may be able to 


presumption and 


bad _ debt 


overcome the 
obtain a nonbusiness 
reduction. 

In addition to the above, advances 
to your minor children to help them 
pay for necessities such as food, 
clothing, tuition, and medical expen- 
ses generally are not a valid basis for 
the bad debt deduction. 

If the basis of your advance to 
your child or friend is truly a loan, all 
necessary steps to document the 
intent of the advance as a loan 
should be taken, including causing 
your child or friend to sign a 
promissory note; and in the event of 
nonpayment at maturity, employing 
enforcement procedures. Frequent- 
ly, because of the relationship 
between the debtor and you, claim- 
ing a bad debt deduction for unpaid 
loans to your children or friends may 


be difficult. 
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(STOCK AND CUSTOM) 


FOR ALL MAKES OF GAMES, 


TURNSTILES & VENDING MACHINES 


PRIZE REDEMPTION & TRADE CHECKS 


CASINO SLOT & GAMING COINS 


Phone or urite for catalog & samples 


VAN BROOK OF LEXINGTON, INC. 
P.O. BOX 5044, LEXINGTON, KY. 40555 


(606) 255-5990 


Copyright © All Rights Reserved 
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Save the 
Hostages 


Universal’s Cosmic Guerilla, a 
new video game continuing the 
inter-galactic video struggle against 
persistent space marauders, is a color 
unit available either in table or 
upright design. 

Scoring, which can reach six 
digits, is structured so that UFO hits 
are worth between 50—300 points. 
The Mutant Mole, worth 50 or 200 
points, appears every time a player 
scores 500 points. And _ 1-2,000 
points ( adjustable by dip switches) is 
charted when a player is awarded a 
new central laser gun. 

The game is centered around the 
guerilla which rushes toward a 
player’s block from both sides to take 
it away while bombing. When the 
block disappears, he tries to spirit 
the central laser gun away to his 
position. 
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Pinball 
earthquake 


Car racing provides the 
background for Bally’s new Nitro 
Ground Shaker triple bonus feature 
with two ways to collect. A total of 
176,000 points is possible on one 
ball. Lettered lanes, targets, and 
saucers all advance the bonus 
feature. An independent super 
bonus and Nitro feature awarding 
20,000 points, 30,000 points and 
special, also is a Nitro Ground 
Shaker feature. 

Two ways to collect the bonus 
make Ground Shaker a_ player 
attraction. A left saucer awards the 
right, left, or both bonus points in 
conjunction with the top saucer 
feature. Players can receive the 
bonus points without losing the ball. 
The outhole also awards the left and 
right bonus as well as the Super and 
Nitro bonus. 

Ground Shaker also has Bally’s 
new on-board microprocessor sound 
system, creating some feature pro- 
grammed sounds. Sounds of cars 
racing will entice players again and 
again. 

Bally also has included all the 
standard features such as front door 
programming and a three-coin chute 
door. 


Space 
elusion 


Taito America is now sampling 
Space Chaser, its new two-player 
progressive skill level space game. 

Space Chaser is a true strategy 
piece in which the player’s space ship 
maneuvers to clear all target dots in a 
maze formation while avoiding the 
pursuit of an enemy space chaser. A 
special thrust button enables the 
player space ship to escape the 
pursuing space chaser by instantly 
increasing the speed of the player's 
space ship. 

Fuel from the “fuel reserve tank’”’ is 
consumed while operating the thrust 
button. And at the end of each 
frame, if the player’s space ship has 
not used his thrust button and a full 
tank of fuel remains in reserve, the 
player is awarded 4,000 bonus 
points. 

If some fuel remains in the fuel 
reserve tank, then a proportionate 
number of bonus points to reserve 
fuel will be given. 

Space Chaser is the first model to 
be manufactured by Taito America 
Corp. in its new Elk Grove Village, 
Illinois, manufacturing _ facility. 
Delivery began at the end of 
January. 
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rockin, rollin’, 
and flippin’ 


“If there was ever a flipper game 
perfectly in tune with a new 
entertainment form, we feel it it 
Gottlieb’s new Roller Disco and the 
current craze, disco roller skating,” 
said Tom Herrick, the company’s 
vice president of marketing. 

“And the new wide-bodied game 
matches the excitement of this new 
pastime,’ he claimed. “It’s both a 
participating and a spectator activity, 
with hundreds of thousands of young 
people flocking to more than 4,000 
roller rinks around the country to 
skate and to play pinball. As a matter 
of fact, we have a separate promo- 
tion in preparation for this specialized 
type of location.” 

Roller Disco is studded with 
contemporary art and_ fluorescent 
colors both on the playfield and in 
the cabinet design. Gottlieb engin- 
eers have demonstrated their musical 
background in the creation of disco- 
beat musical sounds in the game 
which emphasize the game theme. 

The wide body playfield design in 
the tradition of Gottlieb’s first smash- 
ing wide body, Genie, has different 
ways to score and unusual combina- 
tions. Double sets of flippers at the 
bottom of the playfield provide the 
force for the long shots to the target 
areas up-field. 
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Improving 
on perfection 


“Midway has refined and_ im- 
proved Space Invaders to make it 
even more challenging,” says Stan 
Jarocki, director of marketing for 
Midway. 

The deluxe model incorporates 
the basic fundamentals of the original 
but adds new colorful screen pat- 
terns, new action, and a host of other 
new features to test the skill and add 
to the enjoyment of the most avid 
players. 

Additional competitive variations 
include increased invader fire power: 
invaders randomly dropped _ into 
action by UFO; and some invaders 
split into two units when hit. There’s 
a deluxe bonus scoring system and 
high scorer’s name registration fea- 
ture that have been added. When 
score reaches 1,500 points ( adjust- 
able), a bonus laser base appears 
with a “beep” sound. 

At the end of the game, an 
alphabet appears on the screen. The 
control buttom moves a red line 
beneath the letter desired. The scorer 
presses the fire buttom and the letter 
is registered. When the complete 
name ( up to ten letters) is registered, 
the control is moved to the word 
END—the fire button is pressed and 
the high scorer’s name is on display 
for all to challenge. 


NEW 
@ PRODUCTS & 


Gold medal 
winner 


Gottlieb’s new flipper pinball 
game, Torch, has hit the market. 
“Torch, appropriately, has an athletic 
theme and the release of the game 
was timed to coincide with the 
excitement that is building for the 
Summer Olympic games,” Jack 
Mittel, vice president and_ sales 
manager, said. “The flashy playfield 
glass refelcts the excitement of inter- 
national athletic competition.” 

The central feature of the game is 
a “tic-tac-toe” bonus multiplier fea- 
ture. which challenges the player to 
activate the lights in vertical, horizon- 
tal and diagonal patterns, multiplying 
the bonus progressively from two to 
ten times when all numbers are 
lighted. 

The game also features “hit” lights 
to indicate which roto targets are 
struck plus a double “shoot-again” 
feature which scores extra balls in 
two areas of the playfield. 

“We call Torch the champion of 
the games,” reported Mittel, “and we 
are predicting that pinball players 
everywhere will be intrigued by the 
new features it offers.” 
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Exidy, Inc., the company which 
pioneered the total environment 
concept video game with its Star 
Fire, introduces the new Tailgunner 
2 which offers “another dimension in 
combat situation games,” Lila Zinter, 
marketing manager, notes. 

Tailgunner 2 has a lower, more 
streamlined cabinet than Star Fire. 
The new design has advantages of 
size and visual impact that make it 
even more adaptable within a 
location. 

Players sit in a cabinet which was 
designed to simulate the environ- 
ment of a real fighter cockpit. The 
illusion is enhanced when the laser 
force shield is activated, emphasizing 
the three-dimensional effects of the 
vector scan video system. 

Instrumentation is simple. The 
player uses a newly designed joy 
stick which provides more accurate 
control. Dual force shield buttons are 
placed in the arm-rests for the 
convenience of both left and right 
handed players. 

The audio track adds excitement 


‘Tailgunner 2’ features 
total environment concept 


with “realistic sounds of ships, guns, 
and the bounce tone when the 
attacking fighters are swept back into 
the firing range.” 

As the game begins, the delta- 
winged fighters fly into the viewing 
field in groups of three and head 
directly towards the player’s ship. 
Using the joy stick, the player moves 
the cross-haired sight over the targets 
and pushes the fire button. If not de- 
stroyed, the enemy fighters will fly 
over the player’s ship. The game 
ends when ten fighters have passed. 
The shield which is the player’s last 
resort against a flyover bounces the 
fighter back into the firing range. 
There is, however, a limited amount 
of shield energy to use based on the 
number of coins the player inserted. 

The coin accumulator allows a 
player to buy an operator-selectable 
ration of shield time with each coin. 
A strong replay incentive is the 
game’s ability to compensate for 
players’ skill levels. It is not uncom- 
mon for beginning layers to double 
their previous score each time they 


play, encouraging them to continue. 
The high score display in the top 
corner of the screen is a constant goal 
for players. 

The new cabinet for Tailgunner 2 
has been designed for easy service- 
ability. All the electronic components 
and the monitor are in an accessible 
drawer. 


UBI’s ‘Bronco’ termed a ‘workhorse’ 


United Billiards Inc. feels it has a 
“high-kicker” on its hands with the 
debut of Bronco, a “quality piece of 
equipment that will earn good 


money on location and is competi- 
tively priced,” Marty Shumsky, UBI 
executive reported. 


The table, which UBI feels is a 
“workhorse,” features a redesigned 
ball release mechanism made pos- 
sible by new manufacturing tech- 
niques. “This mechanism has been 
simplified so that it now only has one 
moving part. This dramatically 


reduces the cost of the table from the 
factory,’ Shumsky said. 

Reduced service calls are yet 
another bonus, the UBI executive 
observed. The table was designed for 
side door service, where a drawer is 
removed and replaced with another. 
Wear and tear, therefore, has been 
reduced. 

The unit is available with either a 
drop chute, allowing 25-cent or 
50-cent pricing, or a push chute, 
which can be priced at 25-cent, 
35-cent, or 50-cent play. 

Sizes are available in six, seven, or 
eight foot configurations. The 
cabinet, which comes in “gunstock 
walnut” color, is finished in Micatex. 

Other features include a large, 
locked coin box; mica laminated top 
rail frame; cue ball lock; live cushion 
rails; a recessed coin door; a cue ball 
which returns to the shooter’s end; 
cast metal corners; and steel legs. A 
home model also is available from 
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Classified 


BUSINESS CLOSEOUT SALE. COCKTAIL TABLE 


Video Games. 21's, Blockbuster, Teletennis at 
Astounding Savings. Write: ACTION GAMES, 1118 
Ceape St., Oshkosh WI 54901 or Call 414/235-2670 or 
426-1963 or 589-4182. 


SLOT MACHINES 
Wanted 


Want to Buy Antique Slot Machines 
ee in Any Condition — Also buying 
=. Cases. Parts, Mechanisms & Literature 


““, We will buy foreign denominations as 
- long as machines were American made 


Commissions Paid For Successful Leads 
Call or Write Today 
R.P. Amusements 
Box 68696 / Seattle, WA 98188. 
1-206-941-4880 


FOR SALE: Wurlitzer 1050, Nostalgia phonograph. 
Excellent condition. Call or write for more 
information. DAN CAMPBELL, 222 Sonata, San 
Antonio, TX 78216. Tel.: 512/349-0474. 


FOR SALE: Atari Breakout cocktail tables in excellent 
condition. $350 each. Telephone: 419/865-8161. 


FOR SALE: Midway Tornado Baseball cocktail tables 
in excellent condition. $400 each. Tel.: 419/865-8161. 


COUNT COINS FAST 


Coin Sorter with 
Automatic Coin 
Feeder sorts, stacks, 
counts coins; does 
an hour’s work in 
10 minutes. 
e Cuts tedious hand 
work 
¢ Sorts up to 500 
coins per minute 
¢ Speeds roll-wrapping 
~ COMPLETE $89.90 
' 3-year guarantee on 
entire unit. Write for 
-"s details or order now 
for 2 week free trial 


NADEX INDUSTRIES INC. 


DEPT. 17426 
220 Delaware Ave. Buffalo, NY 14202 
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WANTED: ANTIQUE COIN OPERATED ARCADE 
and gambling equipment. Edward G. Zelinsky, 1333 
Gough St., Apt. #12B, San Francisco, Calif. 94109. 


CAROUSEL RIDES — KIDDIE RIDES — Coin operated 


rides for sale. Completely refurbished & ready for 
location. $250.00 up. call or write: Box 8301, 
Greenville, SC 29604. Tel.: 803/233-5134. 


USED ATARI FOOTBALLS. Excellent condition $900. 
Call 714/233-0567. 


SHOWROOM/COLLECTION/OFFICE. _Irresistable 
slots make friends pull handle. Man pops out, squirts 
water in players face then disappears. $3.99 plus 
$1.00 handling. H. BALDE, 325 Quebec Ave., Toronto 
Ontario, M6P2V2. 


FOR SALE: American 12’ Rebound Shuffle Board with 
lights, pingate and scoring unit. Almost new and in 
excellent condition. $995.00. MODERN SPECIALTY 
CO., Madison, Wisconsin. 608/256-0216. 


WE HAVE A LARGE SELECTION OF NEW & USED 
arcade equipment. Also jukes, pool tables, shuffles 
& cigarettes. We deliver & accept trades. COIN 
MACHINE DISTRIBUTORS, Inc., 213 N. Division St., 
Peekskill, N.Y. 10566. Tel. 914/737-5050. 


24 HOUR 
GAME & PINBALL BOARD 
REPAIR SERVICE 


Ship us any game or pinball board. In 
most cases it will be repaired and 
shipped out within 24 hours of 
receipt. ( Same day carry in service 
also available. ) 


LOW FLAT RATE PRICES 
ON MOST BOARDS 


Our modern equipment and_ highly 


trained technicians let us fix them fast 
and pass the savings on to you. 


F or further information 
or price sheet call or write 


PYRAMID 


VENDING REPAIR SERVICE CO. 


4823 Avenue ‘‘N”’ 
Brooklyn, NY 11234 


212/252-1380 


ARCADE 


Star Ship [3] 

Destroyer [2| 

Anti Aircraft [2] 
MIDWAY 


BootHill {2| 
Gunfight [2] 


Guided Missile |2! 
CheckMate 


MEADOWS Lanes 
GREMLIN Hustle 

ELECTRA Flying Fortress (2! 
EXIDY Circus 


ALLIED Daytona 500 
ALLIED F-114 

CHI. CN. Speedway 
CHI. CN. Coney Island 
CHI. CN. Sky Battle 
CHI. CN. Twin Skeet 


RED BARON AMUSEMENTS 


118 SOUTHWYCK CENTER 


TOLEDO, OHIO 


(419) 865-8161 
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|WE WANT TO BUY 


slot machines, jukeboxes, 
pinballs, bingo games, 
and any old gambling 

paraphemailia. 


WILL PAY 
HIGHEST PRICES 


MICHAEL LEVIN 


ANTIQUE 
GAMES LTD. 


2750 Dundee Rd. 
Northbrook, IL 60062 
(312) 272-2270 


PINBALL & SOCCER TOURNAMENT MANUALS. 
Clearance sale of final issue to be published. While 
they last only $12.50 includes shipping in U.S. — Plus 
$2.50 shipping outside the continental U.S.) Over 60 
pages of everything you need to know about pinball 
and soccer game tournaments...Promotional Litera- 
ture samples...Registration forms...Rules...Public 
relations...News release samples. Call or write 
HERB GROSS & CO., 84 Edgerton St., Rochester, NY 
14607. Tel.: 716/ 244-3711. 


Breakout........... 450 


Call for quote 


. S. Wats Line: 1-800/433-2908 


WILDCAT CHEMICALS and PLAY-MORE GAMES DISTRIBUTING 
join hands to introduce a new playfield cleaner to the market. 
Buy any pinball and receive one case of *150 or *250 FREE. 
Try this new remarkable playfield cleaner and polish. 
*& Give new and old pinball machines a new shining look. 
Come and see this new cleaner at our booths. 


Football.... 


SOG WOM ics wuxkaes 595 Smokey Joe....... 1095 Close Encounters.... 895 
WWRGEISs 224s anak ae Zio ACK 10s 36 o¢ es oo os S00. ‘DIaGOMNs sis 0ak esos 195 
4in 1 Cocktail Tables. 450 Destroyer........... 595  CountDown....... 1225 
CASINO 21 6.8. Se Siets 595 SOME Ors 65 ececcenace 2395  HotHand.......... 1095 
ln FIARW sex 3 sees ae 250 Sky Raider......... 1195 Lectronamo......... 895 
Coin Operated Dynamo Foozball WIAQIC ses peuact dtu aes 4 1295 
Foot Vibrator..... 350 ( new incrate)..... BOO: GStSrS45 kb ace. es 750 
‘Super Shifter Cleaner. 395 Dynamo Pool Table SIMONA he. §:-<éeae aa 700 
Cah POlOtee. 4.3 oes. 595 ( new incrate)..... G20) “Pitibalbiau cyecchae, 695 
Hustle Cocktail Table. 395 Star Hawk......... 1350 Meteor............ 1695 
280 ZZZap 22 occa es 695 Supersonic........ 1250 “Contact = s <a32.4-¢54:x, 950 
Hit Me Cocktail Table. 495 Six Million $ Man... 1195 Phoenix........... 1195 
Tornado Baseball... . 450 Paragon........... 1495 TimeWarp........ 1595 
Monte Carlo........ 175 Lost World: 2.25 o4.¢< 1095 Chass i visesceaes 1095 
Clay Champ........ 2495 Star TE icine si eens 895 —HeadOn........... 1145 
DOZER i Mom os Yew d 595 Strikes & Spares..... 895 =—Frogs........... es 00 
Junkyard 25>. 6355 acca 27>- «= Bight Balle. e ces sc pace 750 Panzer Attack....... 295 
Rock-Ola 452 Console 595 harp Shoote 1495 —Gunfight........... 395 
Rock-Ola 456 Console 795 Commando 
Rock-Ola 468 Machine Gun...... 175) | Double Play 
Consoles. itace: 1295 |~DemolitiorDerby.... 40 Cocktail Table..... 750 
Rock-Ola 474 Sybaris 1350 [Foreign Legion Guided Missile. ...... 525 
Rock-Ola 478 Mystic 1595 Twin Rifle........ 295 Gunfight 
—Speed Shift......... 395 Cocktail Table..... 595 


New shipment.of Moonbase cocktail tables ( like Space Invaders). 


Contact: Bob Snow or Maurice Terry at 
| PLAY-MORE GAMES DIST. , | 
1121 E. Seminary Drive, Fort Worth, Texas 76115 


FOR SALE OR TRADE: DEPTH CHARGE, BI-PLANE, 
Breakout, Avalanche, Cops/Robbers, Steeple Chase, 
anyon Bomber, Shark, Bonkers, Target Zero, Space 
Wars, Sea Wolf, Bazzoka, Tank II, Super Stud, Crash 
Score, F-1, Middle Earth, Lucky 7, Hot Tip, Night 
Rider, Big Deal, Freedom, Liberty Bell. All excellent 
condition, earning on location. TELEVISUAL ENTER- 
TAINMENT, Samco Plaza, Box 55P, Rapid City, SD 
57701. Tel.: 605/343-4190. 


WANTED: BONANZA MILLION DICE and BALLY 
Winners Circle or Kentucky Derby horserace 
machines, any condition. G&G aMUSEMENTS, 37 
Meadow Lane, Clifton, NJ 07012. Tel.: 201/546-3558. 


N.W. ARCADE OPERATOR SELLING ENTIRE STOCK 
of Flippers, Foosballs, Pool, Videos, Jukebox and 
other games. Low pprices. Tel.: 206/242 
9099: 206/725-0277. 


Service expertly and reliably 
done on all coin operated 
games. Boards repaired, 

games converted, kits 
installed. Contract rates 
available. Arcades a 


specialty. Call by beeper 
212/687-5305 Unit 674 or write 


JACK GUARNIERI 
SERVICE COMPANY 
Box 155, Brooklyn, NY 11236 


1/3 down, balance C. O. D. 


INC. 


From Texas call: 1-800/772-2703 


FOR SALE: Secondhand Seeburg phonographs, 
Williams flippers and video games. Large stock of 
parts available for older Seeburg juke-boxes and 
Williams flippers. For price-list, please contact 
SEEBEN N.V. VREDEBAAN, 63-65 — 2510 Mortsel 
BELGIUM. Tel.: 31/49-58-65. Telex 33441. 


AUTO PHOTO, COIN OPE- 
RATED AUTOMATIC PHOTO 
machines. We buy and sell. We 
offer chemicals, photo paper 


and all parts. Shipments made 
same day orders are received. 


New customers may make their 
first call collect. Best prices 
guaranteed. 


HANNA MFG. CORP. 
Waterville, N.Y. 13480 
Tel. 315/841-4112 


WANTED: Control center and amplifier for Seeburg 


LS 1&2, Seeburg “R”, “J”, “AY”, & “OQ”, LPC-1, 
LPC-480, Electra, Showcases, LS-1, LS-2, LS-3, 
Starfire, STD-1&2, USC-1&2, Shoot the Bear, all 
parts. Also, Rowe MM1-6, TR1&2 Rowe, R-74 Rowe, 
Rock-Ola 442, 444, 446, 450, 454, 460, Wurlitzer 1015, 
1050, 3700, 3200 & 3600, 7500 kjukeboxes, or any other 
phonographs. BALLY’'S JOKER’S WILD, TWIN 
JOKER, 8-Ball, Midway's Wheels 1&2 [need not be in 
working order, just all parts], Midway Space 
Invaders, Laguana Racer lupright], Racer #11 [small 
wheels]. Atari’s Indy 8, Super Bug, Football, Bally 
solid state pinball, Bally Bow and Arrow, “Williams” 
FLASH, & NSM Prestige 160, Prestige “E”, Century 
21, ANY Valley pool tables or bumper pool tables. 
WILL BUY ANTIQUE SLOT MACHINES. Call or write: 
TAYLOR SALES, 2208 Deschaumes, Houston, TX 
77026. Tel. 713/222-7747. 


SLOT MACHINES FOR SALE 

BALLY _ single-coin: Circus, 
‘Mustang, Las Vegas, Golden 
Wheel, Jokers Wild, Can-Can 
and Super 7. 


BALLY multi-coin: Three in 
line. 5 coin Multi-player, 6 coin 
Super Continental 

ACE: Casino Royale and Picca- 
dilly —look like new. 

6 player Dennis Jezzard Super 
Multi Cascade. Very much 
improved from original model. 
Whittaker Autoroulette and Pen- 
ny Falls. 

Aristocrat: Kingsway, Grosve- 
nor, Nevada, Starlite 66 and 
Olympic models. 


100,000 brand new 6 d. brass 
tokens. 


We sell, buy and exchange 


HANSA 
MYNTAUTOMATER AB 
Box 300 41, 

400 43 Gothenburg 
Tel. Sweden 31/41 42 00 
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WORLD WIDE EXPORTERS HAVE FOR SALE used and 
new Bally Bingos, Bally Slotmachines, Flippers, 
Bowlers [new], genuine Bally spare parts. Contact: 
WILMS DISTRIBUTING CO., 87 Boomse Steenweg, 
2630 Aartselaar — BELGIUM. Tel.: 031/876800 — Telex 
31888. 


FREE CATALOG and samples showing vending 
machine lables, truck signs and badges. SETON 
NAME PLATE CORP., 2050 Boulevard, New Haven, 
CT 06505. Tel.: 203/772-2520. 


NEW! BELITA 


LIGHTWEIGHT PORTABLE 
COIN COUNTER 


NEW! BELITA 


LIGHTWEIGHT PORTABLE 
COIN COUNTER 


Manual or Electric 


° automatic stop 

¢ innexpensive 

* coin tray support 
° bag holder 

° fast 

° only 9 pounds 

° long lasting 


R.H. BELAM CoO., INC. 
51 Madison Ave., 
New York, N.Y. 10010 
212/689-5633 _ 


WANTED: 1932 Table Top Bally Hoo’s, any 


reasonable condition. Call or write: BERNIE POWERS 
c/o BALLY, 90 O'Leary Drive, Bensenville, IL 60106. 
Tel. 1-800-323-3555. 


FOR SALE: Bally Strikes & Spares. $850 each. Call 


ALABAMA VENDING. 205/349-2900. 


FOR SALE: Ticker-Tapes, Blue Chips, Wall Streets, 
Stock Markets, and Mystic Gates. Also, Sweet 
Shawnees, Super Jumbos, Big Threes, Blue Spots, 
Mountain Climbers and OK games. Antique Slots for 
legal areas. Call WASSICK NOVELTY, Morgantown, 
WV 26505. Te.: 304/292-3791. 


SWEET SHAWNEE, ALL NEW, SOLID STATE. HOLD & 
Draw, exclusive new Bonus Feature, full operator 
controls, built-in self test. Beautiful solid wood 
cabinet, '4” plexiglas. Finest Piece Anywhere. 
Proven High Profits. MERIT INDUSTRIES, 630 
Woodland Avenue, Cheltenham PA 19012. Tel.: 215/ 
379-1000. 


MILLS-JENNINGS 
OF OHIO, INC. 
271 East 156th St. 
Cleveland, OH 44110 
216/486-7412 


Distributors for: 


A-1 Supply ( Sircoma) 
Reno, Nevada 


Draw Pokers, Dawg Race, 
Kenos, Black Jacks. 


Special price on quantity orders. 


Jennings 25-cent Single Play 
Credit Only Slot Machines, 
$1895 FOB Cleveland 


Will take late Jukeboxes, 
Pinballs and Antique Slots 
on trade 


SCHOOL FOR GAMES & MUSIC one to three week 
courses. Phono-videos, electro-mech and logic 
flippers. By schematics! CAL’S COIN COLLEGE, P.O. 
Box 810, Nicoma Park, Oklahoma 7/3066. Tel. 
405/769-5343. | 


WANTED: USED A-1 or Sircoma Draw Poker Games. 
Please call collect, 617/321-1742. 


WHIRLYBIRD GAMES — Computer Quizzes for sale. 
Winners, Flying Tigers, $75.00 and up. call or write. 
Box 8301, Greenville, SC 29604. Tel.: 803/233-5134. 


FOR SALE 


Seven one-year-old 
Philadelphia Toboggan 


25 cent play SKEE BALLS 


New Condition 
No Ticket Dispensers 


$7,000.00 
Call 305/463-2772 


FOR SALE: KISS $1395, LOST WORLD $1025, NIGHT 
Rider [S.S,[ $650, Star Trek $1095, Paragon, $1425, 
Trident $1$150, Hot Hand $995, Magic $1195, Dracula 
$975, Grand Prix [unshopped] $295, Pokerino $1075, 
Flash $1225, Airborne Avenger $350, Fire Chief {un- 
shopped] $95, Dozer $475, Baseball $1250, Video 
Pinball $1375, Sprint IV $1795, Breakout $525, Fire 
Truck $995, Football 2 pl. $1095, Lunar Lander $1725, 
Trivia $195, Head On $1095, Barrier, $1450, Speed 
Freak $1395, Daytona 500 $375, Family Fun $995, Star 
Hawk $1395, World Series $300, Big League $75, Sea 
Devil {unshopped] $150, Per Scope [unshopped] $250, 
Foosball $475, Wild Gunman $1875, Strike $225, 
Skill Crane $525, Puffin Billy $650, Swing Boat 
$725, Magical Clown $750, Kiddie Racer $395, 
Evel Knieval $675, Six Million Dolllar Man 6 pl. $1095, 
Eight Ball $925, Mata Hari $885, Power Play $795, 
Nugent $945, Memory Lane $865, Disco Fever $965, 
Wild Fyre $925, Space Rider $625, afari $425, Blockade 
$225, Gun Fight $725, Wheels II 2 pl. $475, M-4 Tank 
$525, Boothill $675, Shuffle Board $495, Bowling Alley 
$1295, Blue Shark $1095, Flying Fortress $125. New 
ORLEANS NOVELTY CO., 1055 Dryades St., New 
Orleans, LA 70113. Tel.: 504/529-7321, 


FOR SALE: ATARI F-1, CRASH & SCORE, RAMTEK 
Baseball, Midway Twin Guns, Rowe cigarette 
machines, Various Cocktail tables and over 150 
Pinballs. L.T. TAYLOR SALES, 2208 Deschaumes, 
Houston, TX 77026. Tel.: 413/222-7747, 


When you talk games, music, vending, you’re talking 
about money ... taking in more than you pay out. 
And that’s where World Wide helps you. Because we 
supply the world’s most popular, money-making 
games at lowest prices. 


Electro-mechanical and solid state flipper pinball 
and video games, phonographs and vending ma- 
chines ... you can improve your Return on Invest- 
ment if you use the convenient service, quick de- 
livery and extensive selection from World Wide. 


Terms: 1/3 dep.; bal. 
sight draft. 


PINBALLS 


BALLY Evil Knievel 
BALLY Eight Ball (3) 
WILLIAMS Phoenix [2] 
ATARI Space Rider 
GOTTLIEB Pinball Pool 
STERN Trident 


RED BARON AMUSEMENTS 
118 SOUTHWYCK CENTER 
TOLEDO, OHIO 
(419) 865-8161 


2730 West Fullerton Ave. 
Chicago, Illinois 60647 


ga - XAT WORLD WIDE 
321/384-2300 §& 


k \ s s s 
——\t\V,4/77) distributors, inc. 
aN. Za Cable: GAMES-CHICAGO 
Write, call for complete list 
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News Briefs 


geearess Universal U.S.A., Manufacturers of Cosmic Guerilla and Galaxy Wars, has 
lined up about fifteen American distributors so far. Included are: Contin- 
ental Divide of Denver, Empire of Chicago, Greater Southern of Atlanta, Advance 
Distributors of Houston, C.A. Robinson of Los Angeles, Banner Specialty of 
Philadelphia with the two most recent additions to the Universal distributor 
family being Fern Crest Vending and Distributors of Ft. Lauderdale, Florida, 
and National Vending and Distributors of Streetsborough, Ohio. The Fern 

Crest associate office in Ft. Lauderdale, currently a 5,000 square foot struc- 
ture will be moving to a 20,000 sguare foot combination ware house and showroom 
facility soon. Pete Piccirillo, manager of the new office, notes that the 
company has a good range of secondhand machines. Universal is the firm's main 
line. National Vending and Distributors has been appointed by Universal to 
cover Ohio, Tennessee, and the west Pennsylvania area. Chuck Farmer, also 
associated with National Vending, works from the company's Columbus office..... 


Tore Starlog, a science fiction magazine, conducted a pinball art contest 

in cooperation with Bally. Bally Art Director Paul Faris chose winners from 
the entries that Starlog staffers deemed "Star" quality. First prize winner was 
Greg Espinoza, an art student in Napa, California; second prize winners were 
Tony Boatright, Richard Kreeger, Scott Eckhart, Valerie Grandt, and Matthew 

B. Pak: and third prize winners were Mark Bougher, Shawn Culver, Shannon and 
Tommy Hutto, Alan Stacy, Steven Silvia, Edward Repka, David Brasgalla, Michael 
Summers, Brad Gorby, and James Russell Greene, JY... . ccc ee wee e er eee n eee cecene 


nara The Republic of Ireland is slating it s first coin-operated industry show, 
Coin Op '80, that will be held at the Leopardstown Racecourse April 22-24. 

The Irish Amusement Trades Association has given its full support of the event 
and is helping to publicize it. Featured will be all types of amusement 
machines and suvplies as well as a section devoted to vending equipment. The 
show is set to coincide with Vintra, the Irish licensed trades exhibition 
which is marking its fourth anniversary this year. The Leopardstown facility 
has a gross floor aréa of nearly 100,000 square feet and can handle more than 
20,000 people a day. Vintra, last year, attracted 55 exhibitors, ten of which 
were coin-op industry-related. Show organizers expect the '80 event to show 
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ere To accommodate those who plan to attend the exhibits at the Amusement 
Operators Expo in New Orleans at the Fairmont Hotel, March 20-22, an "exhibit 
only" pass has been instituted. The cost for such a badge is $10. Also, in 
answer to numerous inquiries, wives and children of attendees are issued free 
passes for the exhibit area Only... .. cece renee eee eee r cece reece cece rec eccecees 


Secu Gilbert G. Pollock was appointed vice president of operations at D. Gottlieb 
and Company recently. Pollock, who boasts seven years in the pinball industry 
with Gottlieb, will be responsible for manufacturing, engineering, product 
design, purchasing, inventory, and employee relations......-..- eee eee eee eee ee cees 
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A subsidiary of AES Technology Systems, Inc 


| KEEPS THE BALL ROLLING 


We did it again! As in recent years, Bally again, in 1979, held the 


: - majority of positions in the recent trade magazine surveys. 
From ie, Magazine: From Replay Magazine: 
TOP PINS. 4-4; . TOPPINS 
4. Flash: 7. Phoenix 4. Flash 6. Star Trek ® 
_,2.Playboy%k 8. Mata Hari & 2.Playboy*& = 7. Lost World® 
“3. Superman 9. Eight Ball& 3. Kiss ® 8. Eight Ball *® 
A, Kiss ® 40, Charlie's Angels .  4.Superman 9. Sinbad 


“5.Paragon*& ‘1.Supersonic%e = = = 5.Paragon*& 10. Phoenix 
6. Lost aie! N2. Star Trek® | 


Operators Preferred Bally — 


978 he 4979 
57% 64% 


The operator surveys speak for themselves. 


\UPINBALL DMSION 
4 . 90 O'Leary Drive, Bensenville, Illinois 60106, U.S.A. 
\ ba teh (312) 860- 6400 


oe 


Bally continues fo dominate the world of pinball 


